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1 

&<Dtt is 3 XDHMRt*- Z £WT &m$k<D 2 

buib®^* * ^ ^ *©c**rti^tc*rr *5t©»«3 v 

T £ {&<D * * ^ ^ # CC > T Oft (Dftm 37>K«I 
L fc. <t £ CC , Hf iBife©5*« 37> Ft ifiBa©*f«3 v 

> F»CfflirBa»©»«=i^> FCC»j£T**ti*e--.2/a 
>£ umte * mntt<D%tm^*?> FXrafuiB«<D*MK 

nv> F©S*ftitt**i''7^^(DSt«*-^a>*«i 
HStf £/c#CDi|£— ©ffiHi:3^> F*MSU 
miEtmm^^y F*iiJiB1£»©*^-f T> h^>t^- 20 

«TE«©^ri^>FitWBM^«OS«=iv> 

Ft»HufBB8a*WLftc^*3tc'rc«!:*«Fa<t-r4»s 

jJW l KiBtfcDSBn v> FWfflWffi. 
[MM 3 ] «BB«©»«3 v> F i«riEE«:«©» 

m^^y f * ^ * ©*»B3 

v>f©4*k:, *a©»«=»v>FXttBEJB«:«o» 
[MM 4 ] «BB5fe©»«:a^> F*««Lfci* 

cc, K^©^3v>Ffc»te-r*»«*-^a>©» 
v> F*HjsBaa©^^-Yr> hn>t- ^-^{cam-r 

& * 7* ^*Htc*tf C 4 4 *T SUM 1 ftSIS 
jm3<Dl>-rti& 1 JI*ciSiS<D*miIi:3^> FftB8P*ffi. 
t»«3H5 ] B5IB5feO»«nv> K«fUfei« 
fc, »jfe©^=iv>FO^ia:4 £ 1r + 9**<Di»* 

3^>Fi*»JEab6nfcH«*W^4Mit*hB3v> 

F#»ar*^5***iKb. »Ha*f«=iv>F^# 

IBtt*S-f T> h3>ta-*fcl(Wit*m=i^>Ft 

aBR njffitt <fc 5 ccas* ^ ^*37 > f zmwrz C 

[11*86 ] mTiB^iBr3v> FKJrSWiBBM 1 *^* 
*CC«r4?W*3i*, «E^»«av>FRCf«IK« 
©fctttra v> F©**i*Jh©a»*(D^H-ta**c <b 50 
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7^r>hr3>f A -^^ 6 iiu!Bgfci*:fr* * 7 * £ &c *t 
T4»«nv>F*SflL. mffB^^>TT> hn>t*^ 

nv> F*aS«r4y-A*-M©«B3 v> F««W 

mria»tt^+ * ^ * dr ©i»-r*i*»cc*n- zftoztm^ ^ 
^> Fo»*tt»a**+^^**jB*i-r«a©» 

itWB»©««3v> F4©**i*hfc»Jfrr***«* 

ffiBa»o^^-rr> F3>f*-^tc36ffr*, 
ft ffiWT^]ii^f r -^<D*^6f5fa}SiB^^> FCC 

cc, Hjiay-Aif-^(ciufaa^riv>F<D38iR^a-r 

H?fB>Pf«6nv> FO*f*4&att^*^^^^SL< » 
lalBB8a*f«6^^> FO^itt***^^*©?*^* 
-^3>*SH3^a/c26<DS!ii3V>F, XB, BuiB 
*f«6nv> F{c*N£-r*>tt«*-^3>i, ig^t«r3v 
> F03**4«SttSffi©*^^^***f»4-r*»« 
3v>FfC»j£rS»«*-Va><fc*3fetf UrJSHS 
if ^ /c$b OMf Si® 31 > F*r§mU 

<h^CCmrfBSiii^v> FX&m&tMmm^^> Ftctt 

*-S/a >©JBBD»T««:inBJSB3 v> FXfcttBB3t 
tfSBn^> F«c»j£rs»**-S/3>*JBB"r4, 
Xf » ^**tf«Bi3 v> FWaiWffi. 

3><Djsi®^ra^ «HB*r«3^>Ffc»je-r**«* 



3 

[it$8 1 o ] BufeJiiii3v> FK*fitt4«*6- 

^aVOHHfcf-^tt. iir§Btt«:3^>F£iu£IJ8ii*f 
1 1 ] if^318 #31 l 0 ©t»r*i*» l 

[M«9 1 2 ] «&©»!*?>* * ^ * tf&mfrztt 

#t-**t«3V>F*§(IU ji5iei> ; 7-<7>h=>>£ 
law F%i£frf £jSiIi:3v> HSiJiS^g-f^o-r. 

WiEiRflfcfr* + ^ * *©t,>-m*Hc*t-r z>%<D%im=i -? 

U fc <fc * CC , wif B5fc©*ttfS 37>Ki «NB«©*f «a v 

> FRtfmf§B&©*t$&3v> FCC*fj£T£*f«*--i' 3 

> & «Jt& 0 . HMl25feCD*t«3 v > FXtttWe»©*t« 
3V> F©ft&t&S* + 5**©*M$*---S-'3>*J8 
■34 6/c*t>©Jiili:=>-?> F*ji«T6«iii3-7> Fa 

gtrtaiSBi3-7> F?rMiEgSS!CD^^-Cr> h=i>f*- 30 
3f(c«<fi-*«iii3^>Fa6fi*«i. *#^./c}iiii3 

[If^ffl 1 3 ] «8fc©&B*7;* f 9 f $^>PtWr-2.*f 

mtr-i»<DZim*:-is 3 >©si«T ; - #**rrsis&© 

^ - $ KwfiBM«* - > 3 >©fnB£J§*-r 3fc«>©iS 

> FC^iSc***^*^— ©* + 5**£8Stt 
-r^>ffe©+-i'7i'$4cot,>T©i*©*ttt3-7> FSr^fs 

> KRWWEa©««3-?> K a 

> £ KAtt 0 , mtl9c<DltS®. a v > F Xi*ti»B»©*tfK 
av> F©#fl£fc£* + 7*£©;tt!|fr*-->3>£ffi§ 50 
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mZH:2>tcib<Di&m^~?> F^Sffi-r-Sfiiiiiav^ FS 
filB}Hiii3v> Y^mWmm^ ; yA7^ F=Ob'*- 
}td?>©7"n^7A„ 

[is^s i 4 ] a^©»i»^* * 
*y- a itmsr s ?- a if - HffsB»i!**+ + * 

? £ ©*tiS^r- a > ^rffiiii-r S fc4&©R§Hn v > F * 
^Wr^H^^-^OEtJA^ItrlBJSiiiav^ F 

ffe© f 5 -4 7 > F 3 > f ^ - £ iy h MfEy- A-^-^^K 
j£M 34afcfl*:fr*r7?dacoi,>T©*f!g&=iv> FT* 

cc, B?fa-y-A-y--^*KH>)iB^3v> F©a*?%*-r 

9UlBMa>PtW3 v > F ©» «l <t&£*fr7i># ©^«* 
-^3>5:}liiH$i±-5?c*©}iiii3v>F, h«1B 
Smnv^FJC^tlSTSWlS^-^aVt. gE*t«=iv 

> f ©*tm <t «s«c •sffe©*+v^^**rm<t-r^>pt« 

a-7> F{C»J6^4»«*-i^a >i*3fetf lyTSiBS 

S*«*-i'3>©aB«t>*'53&>*«KL. JHBt>-ca«,> 
i#(cMIBJSiiia-7> FX«fiflBMfJ£iiiav> f«c» 
ic;-r^i6*-v'a>*JiiiiL. «*©<«: *tctt*f« 
•t-^a>©iiii^7SK:B?IBliaiii=i-7> FXWHUfBafe 
tflSiBa v> FtZttm? a >5r?Siii-r-5}ffl 
Bi#IS. tUT:^S#€./ti?)©^CJ^A 0 

[0 00 1 ] 

^fic, ^©gstw^ + ^f^^is-rs^tfs 

y-A©}SH3-7> FWW^ffi. tefBiSj«». ISffiiiia 
v> F*iJffl)^g&D { i*^ay7AicM-r^. 
[0 00 2] 

Cfie*©a«] «ia. aft* ;' \-<j-?*mmhtd%.« 

©.^«©3Hty-A*i#RU^it>-ru-S„ C©«fc^/j:jl 

-A©itff£— jcwa-rsy-Aif-^'i-o^-^ 
F^*/M/T^-r^*>©^*^ 0 §y-A$ig«. 

y-A^g^«:©=I>f J u-^{C3> H3-7A-5 F# 



(4) 

5 

<da#»«. tjx^uj so'iim^ - 7)\s-pmM\am 
•en^nof^ x :/ u ^ e^A^Ti^cy- 

[0 0 0 3 ] CO^&ilft^-A. -tfw*- 
T 5 -*-^^-***, CD-ROM^(Dia^mcfB 10 

[0 004] 

*i£or, itKcD+^^^^^taraor***^^^* 

[0 00 5 ] **W»±IB**CcjK*, 30 
[0 0 0 6] 

1 SfS©»«*tt7^^^ 

+ 9**cc^&ttit:a7>F*SAu wmzur 

F**»l/teifir*»6ilr* 

iig— + 5 * £ £® £ t * ^ z z ccoor 

Of£0»«:3V>F*Sfibfc£*&C* HufB5t<D*f«6^ 
v> FiWBB«0»«=i^> Fi*s^«>3e»64ifcBBa 
*WT*:fo53fe**WrU tulBB8iS^W-r€>i^J»rL/c 
<t£tc, fW3JtO»«3^>FaaWE»OS*«3^> 
FCCStJSTSWB^-^a^ifiattD, BUfe5fc©*t« 50 
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F Xt«WB«©»* 3"7>F <D*ta t fc 4 * + ^ 

v>F£i!5EU fTiBfilffiiriv>F*ifri2a»(D^^-r 

[0 00 7 ] *»»K:j:ft«, 5tCD*tife^v> Fi«© 
*fifcnv> Fi3WW3E*fr*«3ftLfei*CC. 5fc©*f« 
3^>FXt*»©»«=iv>F©*t*ittS**"7^* 
0*«* — > a > %SBi S # 4 tc&(Dm-<Dtm a ^ > 

«$fc© ^7^7>h3>ta-^ &C|sJ— <D*t$j^ - ^> a 

- * t»t A*tT 9 u + cca»«*»fc*a c 

B«U 5fe©»«3-?>Fi*«>JEa>6hfcBia** , r 
£ft©>tf« 37>F CD2ta* * * * * ififtcofm a ^ > 

5*«37> FRW*OS*«3v> FOffl* 

a > i teiifr 0 ffiflft It H— ©gfc * + 9 * * * 

[0 00 8 ] *SSKcc*$iir , 3fS«FHrttcjfe©»«3 
v> F4BB**Wi-*EK:«©»«3^> F«f6Lfc 
a©»«3v>FiHCca©S*ft=iv>Fitt 

0^«^r-7> FiOH*K:o^Tl*»W*eHI**ttC» 

or (8©)»37> FK:sw4aw[*#«rSiiW3&s 

®c»Jtl37> FKH6CT*— FOX 

<D>^«^ v > F <b *s*f*<D* +• ^ ^ » (DM^ SB— (DM 
«3^>F©i*«C, c^n*— *©*fi**«6i-r*l 
»M«37> FaOTK«©*W3 ^> FO— # 
^^feO^ta 37> F4 rJmiiia v > F « ^O 
r v -IJaia^ FOSewSSiti. 56© 
««3V>F*5WtO*:i*K:, jto«lt37>FK» 

*fflB3***Uft««»«3^> F*«W>^^-f T> b 
n > bT* - ^(clfltaxf •> ^*H«:*b J: ^> ccf ft 
iUffl^-^aV^^^'TTV F3>tf*-jr©f 

*r ^ v > f # a# wr* a ci^7*u^ 
5feo*fs?n^> F£7»£«&tiAuas««r&Kn» 

FaW»ET&£WrLft:&ft(C. «BB«3v>F*a 
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6 t # J: 0 ^ v > F <h f£<D#f 

Y + HQ XBH* £ 9 ««> * C <!: * 4 . 10 

[0009] ^mM<DW2 mmvm&'X* + 
©SiB=i^>FWI8P*ffir*or % f?iags:ift7?^ ^ ^ ^ 

#>6»r5£B*HlrtK:. H«SB5fe©*ftt3v>F03*ftiWa 

m^u(DMm^> F<t«jfE»<D3t«=iv> Fi©*n-e 
[0 0 1 0 3 *MWKc<fch«, •war**^**©^*' 

KU ^ftU/ci«»fL/ci#CC, 5t<DS*«3V>F<b 30 
>4Mf UTJSiSS#^/c^(DMtTjaiffl3^>F€:, IS 
^7-f7>Fa>t*-*t?ttft©*HS3^>Fi»0 

t 7 ^©»**-S/ a >615 C iTft 

[ooin **?sa>*3o«att, 

^iiufaffiaBnvv FCcSfiftB-TSWH*-^ a >£*r * x 
v> FKWffirfeot, flfecD^^><r> h3>ta- 

K, fj|By-A1f-^6|qSaHa*f«3v>F*atR 
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b*** + ^ * < temmmm*im^> F^at&i 

«t 5 * + 5 * * o*ti6^e — > a > £*8« 5 « & tttiXDffi 
m^^y h\ BJiBSPttt^^^Ftcwjc-rsst*^ 

7^«»*it5»«37> F«c»lW5SWR*-^ 
a > £ £3«t L r ISM 3 i± 4 /c^<D3£tf SaH 3 7>F^ 
S«U »«*-Va>©filii*3»«**«IRL. JSilJ 

>FK»j£T6^*-Va>*OTU ffi@*CDi# 

a >©«B»Tacc«r8aaiii=i^> fx 

BITS* *f^:/*$t* % ^^sr^t^to. 
[0 0 1 2] #JB«*cj:ft«. ^7^7>F3>t^- 

jawwa^^FjWfaE-rsiftcc, y-At-;^6B 

5*3-*>F«WiU «Ra^>F**WJE«»B©BK:ai 

*raHW3v>F«as(rr*(or, ^Mttti^v 

i ft **** + 9 * ** L < «Kil>ft«6n v > F ©*f a 
itt4*^^^»©»tt*-Va>*JSHS«&S/c8?)(D 
JfflH3V>F, Xtt % 3«37> FJC«lfrr*»«*- 
^B>t, tt»*3^>F©»*i«att*fft©* + ^ 
^^*»*i^S»«3^>FCC»j£-r*»« j e-^a 
>4**fTLTJW3**fc»©aHT«ll3^> F** 
fflTU »«*-S/a><0JiIB^5^«*iJ»fL, «SB* 
t?ttl^*CCJBIB3^> FXtt3fcff«li|3v> FCC»|£ 

-r4^^«• ; e->'a>^^s^iiL, ccrjhr* 

a >©«Bi»Ta(cJSia3 v> FXBifcfflffla^ 

> FCC^nCrSW**-^ a >£fi5fflrr& <t 5 htc<D 

^M&CW^6T, «B=JV>FXl*afcffSW3^>FCC 

jaaWCRKiEDrlHBr * c <h s&sr * 4o 
[0013] c©ii^^:*si^T, Jiliiinv> fcc»j£*s- 
4»«*-^a>©«iiBIB*, SiUc»fc7>F 

> F^»J£T4^*-^a><D^«rao^9tJ:DS 
4c<fc3WT»*. Mi3v>F«:*ti6-r4»« j e 



9 

>a>t#«3v> FRW»«>Wri^> Rc*t 
j£lT £*f — > a > ©5R*Ccififi713BWH 3 i* £ C <fc 

[0014] ^mwrn 4 commit, ±^htcm3<om 

[0015] *£^0«5<Dtt«tt> IgifcOSScG*^** 

- £ £W-r£«^c>^ -7 ^ r> f ^ > - zip 6Suia 
^>tt> h3>e^-£ cc tu iB*f tt* - > 3 > <djsk 

ISE5fe<D*f*nv> F©#a<tfc£**^*<!:I*I— 
CD* + ^ * ££®£-r &ffe<D* * ^ * *fc:ot,>T<Dfft<D 20 

tlWB«0»«3^> F<fc#^fr£»6hfcH«**-r 
S^5**«K-r4l!Bil=i^>Ffl»f*f8i, fuieWiS 
*WrSi«KLfei*K:, «TE5feO««=iv>Fa» 
i«fBf*©*f«=i^> FtcjRtt&r-Sj*« j e-^a>£«a 
tc*K MfB5fc<D*ttK:^> FX»«BB«©»«3 v> F 

/c^cojsiBnvv F*ase-r*JiB=j^> pacers 
[0016] MRoweoiiB. mwrnxTj* + 

«^* + ^^*K:#r«««3v>F*3Mlb. IWB 

ti^tc»T4ife©*t«=i^> F^S«L//ci^^69fS 

<b|5]— (D* * -7 * T£ffecD* + 5 * £&Cot,>T 40 

©«©»«3^>F*««l/fci*6c, WK5te©««3 
v> F<fcttfE«(D»«=iv> F<k3^»5E«e>6tiA:Ha 

BW*W-r*4*l»fLfc4*K:. BfrE5fe©»«a^>F 
aCfWE«©»«=i ^ > F {C»j£f 3 > £ 

»ntt 0 . «iEjfeD»«3 v> Fx»WBaa©»«3 v 

> F©*f*ittS* t ^ * 3 
&2>tctb<Dim^y F*iB3e-r*S«3^> F«E^ 
S, BJf BffiaHi n "7 > F £fl f Bffi$fc(D ^7^7>h3>f 

*-*cca«r*JSH3^>Fas«*a, iut^? 50 
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[0017] 4&9!<DSB70flkttK> ffi£fc<D» 

* 9 * ^#w«-r*s*«y-Atiw»'r*y- a 

1f-^*6l(HB(Wft** + ^ * ZCDttm^-U 3 >£ffi 
DW*fc»©JSli=i^>F**fiL, fiW-raiMW*-- 
*<Dtp&hm&tmm^-?> FCC»tt?T4»J»*-5/a > 

- A^-^tcisms n/d*;&* * ^ ^ ^tco^r(D*t« 

*Wr*H»*«3^>F*H5Pft , *-*4*6c, IWay- 
A-9*-/^^6«TlBHa*t«3V> FSriKRpTte&J: 5 

0f5e«ma*"r F*»rra* 1 co&m^ 

<t#fcl, 85IBy-A1t-^^CCH?fB^nv> FCDiltR^ 

^*ra«?3v>F*3Sfrr^m*s, WE*rat=i^> 
Fo^cb aiisasr* t7^^gi< «huibm«>*«^ 

^> FO^ia^^^^^^O^ftt^-^aV^JSH 
3i±-5/c«)CD3Sian^>F, Xf*. S5IB^^^> F^c 
»j£-J-*»«*-^a>i. »E««3^>F(D»»itt 
Sft4ffi©* + 7^**»*iT*»«3v>F«:*rj£ 

JSB3^>F*SWBr**2<og«*S, »**-j/a 

|37> FX»«BEafefrifIB3 v> FCC»jC-r«««* 
— >a>*«BBb, ffim*P<D ± z ttcmftm*: - ^> a > CD 
Jffi^T«KtWElSHi3v> FX5iHJiB3fetfliia=iv> 

Fcc^js-r^ss^-vav^jiH-r^siii^s, 

[0018] 

*v b^LXmmhtcV-^ • ^7>f7>hi/XfA 

[0019101 Cc^-Tct ^ cc, «aBK»©*-^< • 
^7>T7>h^fA5q^ ^O^-^^FSS^C, 
7 > F n > b*^ - ^ t LXCOy- 1 
0 V F 5 3CD^a*^if^^*5 5M7^7») 

[0 02 0 ] -F-^tM F5 353:, F«6* 

a, ^3v>F^*asc«im3^>Fas«*si 

^L/a^CPU^rii^^-A^l 0i<7)Hl^fI-r 

<-x57, 0^ua^cpu^«itr*^>Fm«^ 

a^L/ac^CPU*ffl^.1f-^^ F 5 3<0*OTCCff 5 

7So > r^»?>F©aif-^'5 8^g^5nri^ 0 r 



n 

[0 0 2 1 ] H2CC^TJ: J 5K:, y-A^gl 0 53:, y 

CD- R OM&DSSMKtt i *«srwnB*«fl«ffi«a 

-A^D^^A^glftBq^y^A ^S^» 2 ft Of Bt£^ 

uwcu--f h 5 3 icoaifi^ffton*. 

[0 0 2 2 3 B3«:5rr<fc5fc:. A2j£SB3&ca: k 

>36, £^>37, T^>3 8rM?nrtn 
^Xfv ?*3 9CCft*T^:a^>Fa!R. 

[0 0 2 3] H4CC*-r<t5CC, y-A«Si2|s:ft2«i5 

CPU^O?^20B, y-^sga*tt2rt<z>saci© 

f^^Ss^^tf&WT&SCU (System Control U 30 
nit) , *^*^^iLTilM^n^^fWr 

/cROM, CPU(D9-^i'J7iiri< <b*iCfS^ 

*— «FW^gB«-r & R A MSa' C ft 6 * SBft-T & F*3«^ 

[0 024] SCUKKftflL"X2 6^tt3ftTC) 

3 #> 6G>A***» L"CC PU^P v 220 'NA^tSfB 

*(Eaj-rsA*s(iaB2 1 . asoftc^^cpu*i 40 

iLfBSJfiSEtt 1 KE»Sftfcy-A:/P ^ARtfS^© 
f-^*8*R*)CPU^a? ^2 0^i«CD- 
ROMF^^^«fl*TO»2 2. H5*bfcC>"F^C 
PU. ftlt*^ 9 7 VR AM*f iC P U 

^p^2 o*6iBassn^:fli*ccfieorB«*iaiffl-r 

■$91952 4* Rt>\ b 5 2£/rLT1f- 

^im h 5 3 iy-Atiwisassft-ri^^AflEoam 

®SSP2 5cc«ttsnrc*4. S/c, A*«ft»2 1 « 50 
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A*«H3«: % H«©M^2 3&*xUl^~*4K:, S 

afi*aa»25tt^>*-*^ F5 2ia«-r** 
[0025] (mm auc, 4«wkd^ ■ 

7A©^u^^*ti-en©y-A*ai 0 
^jfty-A^s 6^«Bai-rs»aB«tcfli-r4 7<* 

-A^'P^A, y-Af-^^CPU^D'^20rt 

tf-^^titC^ 0 If-^^-Y F5 3(D-r-^^ 
-*5 7K:tt, £<fc5K v y-ACDittfftfg, * 

;k a*fljft*u-<;i/. H«* k 

»"!Btllll#Jcl"4fc»{c, WTO^n-^*- Mctel* 

[0 02 6 ] ^U>f+W, S*«y-A^f StflHCM*. 
y- a y ^ ak: <£ 0 Bfficc*^s ft£f^c££o x 

a-1f©«A1»«W-^*-/ F 5 3 <D*tJfflCcff ^ 

■9--^ 5 5 t^Lry-Aifwts 6«cr ^-fexra. 
[0 02 7] <y-Aif-^>|g5«:^"r«fc5K:, 
A»-M5 6©CPUft y-AMBl 0^6ffl8(fcS 

itLfeaa(DWc** + ^ ^ ^cc>?t-r^»«rj v> f*« 
> f cc*f js*r 6 + + ^ ^ * om^mnm^- >on 

A*Hter*fc»<0H*fijBa*1fl\ 55EWKOi*tt 
*<r y^l 0 6-^iitfo 

[0 02 8 ] Ts^yV'l 0 4tB, y-A^Sl 0^6 

tc«rtftLr^*y--Af s --ir*K*fflLry-Aaan 
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[0 02 9]^f^l06K*sW, y-AgflO 
1«eH»r©i*tt^^^^l 0 8^, 

«xf^7*i 2 2^itO 0 l otcfc^r. fife 

cdr*75t^ (DM m 3v> f cc*tjc£;-r £ /Jv> - >® 

T& 0 aJCr43>#«f*WW*W*f^r^4i*CC, 20 
f^'l 12 ^iltfo 

[0 0 3 0 ] ^f-^l 1 2ttt, §f!l>fc*f«:3V> 

f «:*f is u wc3> #sttB$rm *m&m 

oo^tgc. ^L/c*fiS^^> fsc#jc£T£>Jv>~> 

occ^i*/J^->^f?*S#€>o «£oT, ^Tvv'\ i 30 
2^f^'i urn ^0^>*§Wirt^§ 
ftL/ca»©*f«3^> F*«H3t*s:3 s 

ct^CC 5fcKSftL/c*f3$=iv> FCt#l£ s r&>Jv>-> 

F^SSSHiTtt+^^^^^SLfcO'rSfcor, 

[0 03 1] ^CCCXf - » ^116 Ttt, §il/c»3 

F) *«JR31*£fcfc©il^f8* (ft^^F) 
-A^gl OCCjKtr^o C<D£%. CPUtt, SfiL 40 
fcStfttn^V F<t=J>3K3^C*SS*«=i^> F**WMi 
d66n/c*f©3^> FOBBilf f -^K:*S^S* i * 3 PJ»r 
U «5E«KO<b#tt. ■^BSt«3v>F*36tT"r4C 

i #r £ h mjf* + * ? z ©wflp*ffls-r & A^g 

#&*«S:3^> F<Z>**C4t«iM-4tT*yx FCC* 
#J 3^aJRS*iA:i*ftC=2>^'C*S*ftt=iv>F*s 
2o©S*«=jv> F^3>?KpIffi&i*K:rJ>#© 50 
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[0 0 3 2 ] 'X<DXt v y'l 1 8*C*5l>T k 3>#^<tt 
^12 0^jt*. 5S«K©£SttX^*:/l 2 2^31 

tfo * y'l 2 o&c*>i>t. ^'l o 6r^li/ 
/c*f«:nv> Fi«JM©»«3 v> F«Mf LtaWS* 

SS^ijKoitttx^v^i 2 2*r. sy-Agno 
CCX^^^l 0 6r*«Ufc««3V>FCC»j£-r4ll 

^12 4W Xf>>7 , 12 0t5il//c>Ptia7> 
KiXf ^"l 0 6r^Lfc*t«=iv> ¥±<D*># 

[0 0 3 3 ] BBCC^-TASK:, C©n>#4HIBrftia* 
^7*1 5 2&C:tel>T, ^mLtc2 

U rai;»* + 7^**«*i^*»«=i^>F3^5* 

^7*156 ^it#, SJEWKOi » 7* 1 5 

4T\ S^-Aiai 0tC^2o(D>l*«n^> F©* 

0 5 <D7, *r y 7 1 2 6 ^ittf . 

[0 0 3 4] ^f^l 5 6CCteC^r, 5fetcj|EftL/"Cli 

7^160 ^jt*. SSWBf© i # BXOXf ^7*15 
#y-Ag!l Ofcra ><DH£}§ 
iS(il3v>K) 3>#flW«ffli*^- 
?>^7U, (aBCDX^^^l 2 6^itt? 0 
«T©WWCc*jc^r. ft«:««L3ffc««nv>F©*f* 

v> F<D»*ittS**^^^*3>^^"iBfi»-4- 

[0035] XFvZfie 0(,Ctei,*X. ^Cf&SLLX^ 
6n>jK(Dn>^;l/^<D*figrJV> Ft, Xf 77'1 
2 Or^ff L/c*f«6r3V> F &#HDa«3^> F*5 
3*>**IKL, SS»iSl^f77 , l 6 2^Mfr, 

2T«. Xf^l2 0"CgfiLfc»837>F*+t 

;U-^>^r$?7Ura5CD^7 x 7^1 2 6-nj1^o cn 

[0 03 6 ] ^f 77'l 6 4m 5fc*a£lLLTl>£n 
>^<DS*:^- >S^f7 ^ 1 2 0-C§ftL/c*t«n 

v> Fcc»tfrr*ii*s/'->ftfflS!i«:ii*sttifB^* 
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f^7 p 152^f^ , 164m =»>#S^B$Krt 
tcSMU/c2o©»«=i^> F#H— 

i 2 o©p D*t«^"7> F icon >#*ijs3ESLbttl*<i: 5 
KLT, *ti-ttlO*&K:j£i;T*y-A««l OKW 
£*/->©B£Jg7n*i£frr*. 

[0 0 3 7 ] 150Xf^7'l 2 6T«, ^i»^#£© 10 
^->©^«*3¥©>(tS£©iItT Cc<fc D^ftL/cfif$R£ 

[o 03 8 ] <y-ASsa>;wc, y-Aiiio©«i 
mc^^xmm^^c m7 ic^-r^^tc^ cpu^d? 20 

^2 0p*3©CPUB, y-AUw*5 6*»£©}g^c£ 
f^2 0 2(C*Jl^ FsK£>3 0#WTS*l 

£tff5o A^j^n/c^— tf 1 Da»^7-Fty-A 

f-A5 6KMl t :a-ifBfE3ftfc<fc#K:y--A© 

^2 Oft©RAM&Ct&$frr&<, Hz -^f*- 
- F UtV-AS:H(&T5. 

[0 03 9] ^U^W n> hn-7A? F3©A# 
£>3 2£ffiTT£C£&C<M, * + +1-7 

>Ptignv> F©!M hM+t7^^0M«i^ 

*^3 9£JrF^& 0 */c, ^U-fir**^* 
$r©«RJB5£tt. hrtT^CifcpJ 

[0 04 0] CPUW\ rtP^f^ ?^39XBO 
*£>3 3^»TSn/c<h*CC, ^umt^^^ 50 
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[004 1 ]^r^7 , 2 08m ^Ufc^e~£4 
©SB3H»«HJHi-aUfel/6 0# (1 6. 6 5 U 

*>5**«»rL, 1^«K<D£S 2 1 2^cit 

> F©»*«t»aV«W!M«*tT5 
[0 0 4 2 ] 08tc^VTJ:5K:. CCD^ >^SlJ->OU 
**&C*tT ?t^«nv> F©S0?*fT 5/c*OiI 

4 iCit^ . 5>£«»r© 6 2 CCiitf 0 
[0 04 3] Xf^7'2 5 4m Wfcf %>~7\s 4^?*? 

S*ft3^>F3WA*3tifc^5**«KU. 
^2 5 8^ilt? e 

[0 044] ccr, ^Ut*^^£4©iBffi±&Cit^£ 

nv>FtCj£CT^U^i=»^^^^^^f«lS#^<b# 
»*«JW*»«=|^> f©w£^->#w*3*i, Hffi 

Wrmc B 6 *©«*#* * ^ * ©SEB&JStt dr £^ 
©TOMtt^-^fc^r/W+^U-hTS* Bffi± 

skc » 7 * ^ * * ©« asui*^- # 

t7^^7'l/- F7 3^*SnS. il 5 (A) t,C9jk 
T<£^C, W^+^^^^^U- F7 2RV1&*r + ^2 

8 i , »^it©««*swa^ffly-^8 2acf«a-r 

Stf W h^FB^r^x^ hKJK/^8 3^^5ti 
8 Hi, »«©»©fiS±«cW^** 
200^1, 2c«^6Sfe?)o^0A:^©*i&^*»fW 

*3*»3&J«^il2 0 0**L h «^6iDo^L/c 
^OM^I^btC^Ci^-ro 015 (B) CC 

8 1, 2a^U^^+^^^^fcHff 
3if4Ci3&SpJffi3Q:*f«nv> F%^*rtf»l/^ h 8 4 
*flnv> F^A*3ti/ci#Cctt, M 
mLn,>%;i,>V*4 F^H^^-8 3 ^tt^T* + 5 £ # ^ 
h7 2M®+t 7^dr^U-F7 3iH«K:«7n 

[0045] ^u-r+tt, ±ai/c7*u>fftt7^^ 
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[0 046] CPU«, TtD^Xf^ v *3 9XiiO 
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[0 04 7] ccr, Tftt^-^tc-oiirttKra. r 
«1 fT»^-*«:tt, SWa^FCt 
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[0 04 8] 
[«l 3 
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[0 05 0] H8©Xf 9 ^"2 6 2ttt, #WftfflSB2 
7* 1 4^iitf. 

[0 0 5 1 ] i7©Xf^"2 0 8-CtSWIr©it, 
X©^^2 12m 3>#©A**MI*tTl\ S 10 

on/ - > £B£-r z tc&<Dmmmmv #m? 

[0 0 5 2 ] H9$C*jVr<fc5fc:, C©«H«H11^1/- 

[0 0 5 3 ] Xf^7'3 0 2&C*5lvr, y-AU*wC5 20 

S. 5^JK©<t£fc£X^*:7'3 0 8^il#. h^PJK 
©<h£«#©X7^:7'3 0 4^Cfcl^r, /Jv>->CDW^ 
^»7LfcWM*l»rtSo W^K©£SttX^* 
:/3 0 8^il^ S^«»r<D<t^^<X-r^^3 0 6 

[0 0 5 4 ] S 1 OJC^Tct^CC, C(D^>^*A^S 

Xt^:/4 0 2&C:fcl>T, KtiV"7 30 
= 1 *p§2p£«»t L , mJ£.mm<D i*BXf^4 
0 4 ^it<& % 5®PJ Wr © <t £ « > # A*ffi«* - 
?>^7L"Ci90^f^7'3 0 8^ittf 0 ^f-^ 
4 0 4Tii, RAMCC«»i3tir^5»«3^> K©A 

0 6cc^c^r, auw*5 6^e>n>#©w*^— 

£«*t**:/4 1 O^it^, ft>£^JK©<fc*ttXf**:/ 
4 0 8-^iitf. Xf^'4 0 8rit 3>#©S£^- 

MS1^^-^>^^TLr, 090X^^^3 0 8^ 
/Jv> - > &m&tp<Dtt ^ > K ©*^+ * ^ * # £ n 

[0 05 5] 77*4 10^fc^t, y-A1f-/<5 

^•^WFttlil, n>#A;fr®S1^;l/--*>£ 50 
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J?7lt0 9(DXf ^7*3 0 8^jt<^ 5©W»r©±* 
»©^7-^'4 12^ A^77^A=0iU, n> 
#A*«a*^- ^ >£i&7 1^90X7^^7*3 0 
8^Mts 0 SfoT, Xf7 7'4 1 0-Xt^:7*4 1 2t 

om&is- xow^mfrs^m l ^ tc t # k ax ? 

7^A=0it^>Cir, A*S^/c*f«nv> Kfcfcf 
J^S»^^->*ll^3'ttTCc^©JS«=i v> K£A 

[005 6] i9(DXf ^7*3 0 8iCfc(^T. \f)V 

3 12-^il^ W3e*JBf©iS«a< Xf* >^3 1 0 

[0 05 7 ] HI HC^TJC^CC, C©^W 

* ^ * * <d&^t *> ^mtrnm ^ v > Kowfcc+a 

tP&frZmViTZ. §)l«»r(DttttXf ^7*4 3 4^ 

m^, *^K©ttttac^f^4 3 6^ saw 

K<DttfB*y-A1f-^5 6 Ki*{fr& 0 X^ 

^4 3 4m M^m^&Lx^ztc^m^mmm 
<r<h&ci 0 4<>f>h«ftnsti4c 

[0 0 5 8 ] 5WC*^*:/4 3 **^**:R» 

-*a»6R*ffiu aii»«««r*4i/6 0»ffec 
1/6 o»**i;4c t«cj:»3 H5IBTw*W-Wp 
T€>o C©i#, CPUB, »l37> K^rHtf 3 

[0 0 5 9 ] CCr, ^x^hW-8 3©I^Bg^ 
CCot^TBiWr4. ->*-f H^IB^-8 3«*I«©»3&« 
6»»Lta^8ti4. mKDV*J WI^-8 3 

L/, fe^wtcj: o 3 o^©B$raiSia*a^*rsci^ 

-C^a>o HB$raTw©^0^2 0-3 0»©Bt? 

(Tw-2 0) »»©S3*ggfi 

B$STw(?)iMq 0^2 0»©Ht*5i*lt 2Effl 
(Tw- 1 0) »»©fi3*3Ber«*3*, 810 
©a»*»feT*^S-&*. ^^WTwOP^ 
0-1 0»©Blr* 4 £»6Tw#»©g$ 

n«cj:o. ^x>/hB$riTw^o^3o#r^4it 
cc«^x-f n^n^-8 5*»*sffiaiao, 3ow 
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"tttO. 2 0#*6 1 O^r^TSiSKK. *§fe 

fl$»#4i<tt9. J»fiS»*«<ftoW< i **^F 

[0060] ffi<X^v 7440 tcbi>r % 2HEUfc*f 10 

5**«KU S5£*IIBr© £*tt*^* ?'4 4 8^it 

CDS^iii»E^aSP2 3tC}g^U, r\s\Z*:~Z40M 
ffl±KJ8iIi3't*S. /Jv>->« % a^-T4»«n^>F 

01 6CC5V*-J:5K:, 8*#**^**©>tt»:3^>FK: 

3»-f*ue j e^$4©BiH£±ffKc. ^c*S*5Bffi^f#: 20 
CC» 1 /4gJS(D^lJ#(D^ v > K^*H^m*S 

[0 0 6 1 ] XOXfy^4 4 4CCblvc, V—LSjr — 
U *3E«K©4*«*<^^^ , 4 4 6t?, 

f^44 8W :7 U -f * ^ * 
-~'<C56tCj£ftU FflFlBOW^Hte-rS. 
> #(Dlf£Jg^£§fI L tc t # n > #7 ^ y * fcT 

[0 0 6 2 ] Xf^7*448m^ v hB$|fflT 
w3W«FTUfc*5**, Tw=0^;fr**l»rT£C<fc 

LT, 09©Xf >;7*3 1 2^itt? 0 9^4507 40 

* 7 7 = 0 iTS 0 ^C^^ f ^ 7'4 5 2 »}x 
-f HSHB T w#»7 0 fc*f v > F ©««*HMK&ffl 
SP2 3(D^^^7rtCiljtinL/, v %m&? )\>- 

^>^7LT09CD^^^^3 1 2^itO„ ^fo^y 

T^tt^»«=iv>F©flMlbW^*^ hB^TwCDJ&T 
L^JBCcttlflS tir l^So ^*J^ y ~y y (Dm mc J: 0 *t 
FOWLS'-- >*W£3*4jW, 

tot, ^7*448^f ^4 5 2 50 
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A*3ftyfc»«3^>FO'>*^ Fl^fBTw*** 

[0 0 6 3 ] C cr, *HR:av> F©W£V->K:o<,> 
rtftBJ-T^o H«Sftkffl»2 3CDVRAMtC«, >a 

*2 OOCPU3MB««ffliflB2 3 (DC P Ulc£<D*— > 
a>-r-^^fflf *3^*fg^T4. CCr©*->3 

fchftnv^ F^»^4^^^ a >7 r -^CD7 :: -^^J 
Cc£9. ^ft^fto^-^3>7^-£©-^£^t?<J;5 

£ 0 COi#©5/->||*l«ffl»ffl8(|©»«=iv>F(c 

■rxYZ«E»c:i©ffiSfBr««sti, cn^^- 

[0 0 6 4] El 7 (A) CC^-TJ:5CC, F 
FSO 2 * pI«6^- KD3oo;^ hr^ 

^A^$n/cit^c. «5*^F^lB*KH?^sn*. ^ 
W hW»7L«i t aa^-F, **^-F, * 

-hW48h4. *>*-F©*Wcoi>t. r$if 
(OW*V->*«CC*WTSiWrii. *i*^-F 

* + bit, SSEtf«O««ff'C*0, a 

S?», + 9, S«R3^>F*SI 

[0 0 6 5 ] ±^UfcJ:^CC, ^«3V>FOW^>- 
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<h€rB?ra^ffl«:fitorSiWrS 0 SI 7 (B) fc^Tcfc 

^^TOtSfRiciDJB^W^-r-So fr*>\ 017 (B) 
CCb^T* Wtttf*^ FISIH**, B FB£ 

-FW^t 1 ^ (A) «W*Sn^cC^^>*f2;l/pJ«B^ 

- F£, ^nfnsin^ 0 

[0 0 6 6 ] «Fj9arB. «37>F (1) ©tfW 

2> 0 ^cmmbVU. *f«3^>K (2) ©tfx^FB* 
ra^iKT-r-S^, *f«rJV> F ( 1 ) ©J£5R^- b&n 
4*t*^/c^, *f«r3v> F ( 1 ) CDffiSg^- b&V 
#ffc^- b<Dm%M7mc. JtlnvvF (2) 

F&tf** >-fe;i/pj^- h^s^-r^ct^cc^ 20 

c<Dt%. nm^> f ( 1 > ©++>-fe^pisfeA- f 

»»^T«:* + >i2;Hy, Se*«:3^>F (2) <Dffi5I 

F (4) <DV*4 hmm&teTTZW* *fiffi:3^>F 
( 1 ) htfS**-?*^ F 

Stfft«i<D»i37> F ( 2 ) FG>W£ 
»T»CC, *f«nv>F (4) <D#<*^- F&D** + > 
-tziVpJffi^'- F*S^T*<t^CC*f«=iv> F (4) * 30 

(2) + *IflB'*- FteW^tWc^i^-fe;!/ 
3WBn^>F (4) FG»£**«T 
*t«fe^^> F (4) ©A^B, »|av>F (3) 

iOfcar***^ «^x^f FWpra^jttcsRTLytcorif 

>F (3) <bj*«3V>F (5) 0«?x>f FB*IBjW»7 
-r-S^ *ti37>F (2) <D*»/*-bifin&*P~C*> 
0. ««3^>F (4) #^>te¥fttt»C*4. 
1ffiR<DSt«n-7> FCD^x FWEI^Tbfci 40 
*(c«, 5t{cA*S*ifc*ftt3^>F (Sx-f FBSffflT 
w(DA#^>Pf«Sav> F) ©W£^->*5fcOCW£-r 
£ 0 C<DiS^C«. *f*n^>F (3) OAA^t* 
£CDr\ »«3V>F (3) CDW^5y->^:5feCCS^ 
U «^t*t«37>F (5) <DW£*>->«:S£T* 
^ ^>S^^jKJtt«©»«=J^> F (4) 

- F©W£»7«te. »37>F ( 3 ) ©#ffr/<c- 

F » ttl>T!W«=iv>F (5) CD*»^-- FS:0*^ + > 
•fe^pJtB^- F*S^-ra<fc^Cc*f«nv>F (3) R 
CJW«37>F (5) *t/->S^I*K»i'r4. C 50 
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<D<t£, jFf«nv>F (4) <D* + >-kfr*J&J*-blZ 
«£#rfc**>-feJl>U Sffi37>F (3)-Oj£5R^ 
- hi + t >*fe^pJtg^-- FM»«3-7> F (5) CD 

(2) ©*^-F©W*»7«, »|37>F (4) 
F, J«37>F (3 k *ftt 

nv>F (5) <D;$ffc>K- bRVt^ + y-teJlsaJife^- F 
»C«fIet» 4 »«3^>F (5) 

*7Ufc»«3V>F3Wa^fc», J»^T»«3^>F 
(5) ©* + >^pI«B^- F*W^-r4. ^Cc^Jf 

»«37>f (6) ©sw F«ra^«7-rs. 

COi^te, BWr^^»37> F (5 ) ©**> 
•fe^pjgg^- KOWft**±L % *t»nv>F (6) <D 
*#'<-F C<D<t£, »«37>F (6) 

OffiSi^^FOR^^BS-r^o S*«nv>F (6) <D 

«7l^l^ »137>F (6) CDS^>->« 
* + > -fe ;l/ pJHB^ < - F <DSf& £ m £T £ a 
[0 06 7 ] 09(DXt^^^3 1 2T\ >^«3^>FCC 

[0 06 8 1012 CCS^T cfc 5 CC, C CDS^MSIf >OU 

0 4-nj1^, 5S*!l»r©i-*tt^f-^^5 4 4^iitf Q 
^-r 0 4&C*5l>T, S^^OH^->->^S;5i 
A-F*5**«»fL, S^*IKCD<b#»^^^^5 1 

Wtt«^< - F <DW£*M«#giSB 2 3 tcm^rs L/ v fUfc' 

[0 0 6 9 ] 0 8{cteivc. J£g|^'- F 

©S*3^»7LA:^5^*«»rL. 53e«KOi*ttW 
^mm^^)l-^^^T^X. i9©Xf 77*3 14 
^iit^o 1#^JBfOi#^cDXT'7^5 1 or, H£ 

3 1 4^mt*o 

[0 07 0] 0 4K:i<Xf^ , 5 1 2^Cfe 

<Dt%{*7»Tv y'b 1 4^iit? 0 ^-^^^5 1 4(c*$l^ 

l^f^5 1 8^31^, SSWKOittt^fv 
^5 1 6-C, Stt***^- F®ff£«BMl«9»2 3CC 
Jg^O, 7 r -Utf*-*4<DiBffi±tCiSHi3-B-4o 

[0 0 7 1 ] HI 3CCS*?rJ:5K, CCD3>#S^AHffi 



(14) &m 2 0 0 3 - 1 9 0 6 4 0 

25 26 

<DWffi±lti3m$m>o 0 t, 09CDX7^:/3 16^jt^ «3eM»f©i 

iS3>^S4V->OB4^7 0/c^«lr OXf^7*5 2 2T\ *fS6^^> FCD^Iff CCfcSJg** 

55£WWf(Di#tt=i>sKII^*iaif^-^ [0 0 7 5 ] SI 4 &C7frT<£ 5 C Otf »*S*«ffli1f 

[o o 7 2 ] *af^ y'6 o scctoivr, 7*u>ff^ fS^i»Lt»^t 7**(D£*A«Stitrs. 

+ ^**#:3>#^>*5**£WU #5£«»r<E><t 10 S««TOi^CCLr^-rSo 

#«^T4<fc^fC=i>#(Wf»IS*©«Lffl*fTl^ * [0 0 7 6 ] ^U^^ + ^^^^CDii^#cpL/t^S 

f*yy'6 1 0^ilt?o SS^JWrOiStt^^^^B 1 2 ^*WKT£ft:tf>&c, TIBS; ( 1 - 1 ) fc<fc0»* + ^ 

lte^^^U-^>SVIIft»ffl-y-^--^>*«7 ^«L«jEfIX*, TIEK (1-2) &C<£0®** 7* 

[0 07 3] 1 OfCfaOT, ffi/^7rlC WEilYft, TIS^ (1-3) 0 Sfc* * 5 * 

7*6 i 6^iitfo x^^^e i 4r\ **^£W*§:7 u«SffiYao*sw±a?>#(iffiffl[zw, *ti-en»ij«:^«> 

"C, S9<d*7^:7*3 I4^jttp 0 x^*:/6 l 6r S*©i«iife8^^ft ^7* u^ftt7^3? 

* + ^^5f(»7^y**f*^->W*«»iU, *. ^tt^**»4»**9****h**i*U 

**&7ut, @9<D^f^7'3 i 4-3t^o ^t, x fftt^-^ojaaasu (asss*) ©^^«m= i, 

^«n>#©if4s/->cE)ii*»7«. ^ttsnfcs* 5w»uai8i/^ (a»*«wtitraaft©u^) , 

©^ti6^^> FO^f *"prffii-r*. [0 07 7 ] 

[0 0 7 4 ] m 1 2 5 1 6CCitt< Xr^7'5 * [ft 1 ] 

.) X- 5 • M • <»*3fJ«LttlBU''<A*) -(1- 

;) Y = m i nCma x { (ftMRPslBA . 0 h 4 0) •» (1- 

I) Z=-5 • M • <#*3ttJfcat)fti&l^<A0 -(1- 



[ 0 0 7 8 ] &ec v 0-99 (Z>S5L«*B(» L/r#*W^ 
i$Phtl, TIBS (2) CC«fc«3ft*^**L/c^5 

[0 0 7 9] 
[»2] 

Ph^X + Y + Z - (2) 

[0 0 8 0 ] im&&tpLtc££l t Z, ^KftWC<fc^» 

#K*jyT©<fc5KLT3jca^ ft^**L/^o/c(t 
*w«Wfti/i-r*. TIES; (3 - 1 ) ec«fcQ/J\tt«. 50 



4«»*«Wf^4fc»©/jN«W«3etfL*, TIB5£(3 
-2) CCj:0^»*4W^*te»©^«flje«[N* 

«*^*4att©u^^)'©ffltt. -en-en**-?** 

[0 08 1 ] 
[ft 3] 

L= (i#ftM«V-<^) X5 . . (3-1) 
N= (±ft&&i&&mi'f» X5 - (3-2) 

[0 08 2] 0^9 9<DSL«*K»LT»#ft« 

Si*Pdi« 0 »«««5eig*Pd*JT8Ea: (4- 



(15) 

27 

1) *»fc-r£#*'N*«£U TIB^ (4-2) *» 
/cl-i^^ifil, TIES; (4-3) *«k-i-i* 
**»6±U TIES; (4-4) £«fclT<t#£m*» 

»tu *«>yt»««*RAM(c*Miir*. 

[0 08 3] 

P d < 3 O-L -(4-1) 
30-L^Pd<7O-L -(4-2) 
7 O-L^P d< 1 0 O-N ■» (4-3) 

10 

100-N^Pd — (4 - 4) 

[00841 XK, mmvitWBKftC1t&^iMO> 
fit*, »**^^*©»rW4"*fit«A*6«» , i"*. T 
it 2 Ct^T <fc 9 CC , tt»tt#'hSfc«© i # «»* * 5 * 

5 WSOiStJIO*. 
ch£«2 0£, ffi^a«O«?:*«4 0**tl^tl«D 

SB* SSItf bfcfltecctt. Tit 2 ©£^j«4>ffiK: 2 . 

5 SrUDfc^ftiWB*** 1 7 f 3?©ft«^^6« 20 

[0 08 5] 
[«2] 



« * & 




/J>»s 


5 


*** 


1 0 




2 0 




4 0 



30 



[0086 ]H14O^f-^6 34ttt, ^W-f* 
rav>F©M»»^*RAM*&«#ffiU C<Dvi© 

?>4»7U, HI 2©X^^^5 2 4^jltfo Cft 
[0 08 7]Bl2©Xf 77'524iCfc^t, ^JtR 

ut, agoxf-y ^'3 l 4^iit^ 0 se^r, xf-yy' so 
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5 0 4^f^5 2 6m JPt«nv>HCCS*JCcS-rS 

»7Lfc<fc*K:, ^»3*tt3^> K©Hfftcj:4»*co 

[0088]Xf^51 2tSSfllr<D<b^[^f > 
?*5 2 8 CCfcl^T, ^*W:^(D>rt«^ v> FsPftft'* „ 

^f^*5 0 4r§s«?n Fr«fc 
io . ffi<zr?y'5 i 2rss«K?n/c (##>*- 

<Di#«^<D^^^^5 3 0^mts o :7*5 3 OK: 

*5t^T, *m3^>F©W*^->*«^XJ*B^LT 

*:/5 3 2^Jitf. 

[0 0 8 9 ] 2-30»«3?>FO^^ FmilMlfC 
(DH#^rt^a^Lrj^7LT^^* ^ y r cctett$n/c 

v> F©ll^->*lB^X«tt^LTPI«FK:W*T 

1 o©Rfr>->4^ttff4t^ C ir* ?) , *£ 

rub^^.^4 om^mm&ftmLr 2 
<b t cd ^> - >s^B$ra 2 ocds^^> - >©fic > -rti^ 
*2k\ mc™^ yy-rictmz tittttm ^ > 

F*»fT4* + 7^*^CC*|flStifc»«=iv> F 
©#«tegW4* + ^*#^C**<!:SN 03 CC, 5fcK? 

9 7 r ^ts^$n/c*f«r3 ^> F 

tz)i^n^r^>€>o sno^fefrrw: 

[0 0 9 0 ] HI 8Cc5crJ:5K:. 2oo»i37>F 

fOUTS^-r^. tt*++^^*^U-F7 2<Oi*** 
+ -7^dr<fc»*f^^^^ , U- h 7 3<D8fc**^£i 
*s»«-r *H*^-> 7 4 %Effi£fflJ$CJSiHU 

v>F©***dr-r f^tf7 ltcai^re. war** 
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[0 0 9 1 ] m 1 2©^r vV'b 3 2t?tt, 2o©»| 
nv> K ©!!£*✓- >*ft£Xra*S£LT 1 o<DI4^> 

♦ *§£©««***- a ijw* 5 6 tcasirr a. cntc<t 

0, 2o©Jt«37> F©?9&£'~>:ftSR|R$CCf9£Stl 
3 1 4^jttf. 

[0 0 9 2] X^sr^S 2 8<D^CXf ^7*5 3 6T\ 

;^^>^Tlt, H9©^f 9^3 14^1*. It 20 
^Jgf(D<h^^0r)X7 ; -^y5 4 0t, **^**«3B 

3CCfg^UT, 7"Ut:^r.^4CDlB®±^JSiffl$i±, S 
^aa^^;l/-^>**STL/T, H9©^f^3 1 6 
^Mts 0 ^ot, ^f^ , 52 8^f^7'540t 

>©W**fT9. 30 

[0 0 9 3] ^f^"5 0 2T53£*l»rSnA:i#6*^: 
©*^*:/5 4 4K:tel>T, h^^7LAi>Et 

h«jbhi«s2 3 ^x<o^mm<oMm^^> FOcWJfrT* 

X^*:/5 42^itt?„ _h2l/cXf •>7 , 542 
I4ff^I4)Blf^-^>*»7Lt 4 I90Xf 40 
•>^*3 1 4^ittf, S£oT, ^7*5 4 4— Ts^vrf 

^cD^tSSn v> FtcttfcTZn&is-^teWM'*-- b<D 

[0 094] I90Xf77'3 14-Cli, ^U-fir** 

as, s * a v i$n©£ jtrnw. =*m* wr <ommm> 

1f:/;U~^>£ij£7LT, H70^f-^2 1 4^jt 50 
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[0 09 5 ] H7©Xf^2 1 4r«, «H**»7L, 

mm?ho S£«lllrOi»»^f^2 0 8^H0, # 
5E*I»rO<t#«X^^^2 1 6^itt? 0 Xr^7'2 16 
Ttt. 7'U>fnt7i'^tO<!:^M/c^7 , U>ff 

^Stty-A^-^y-Aif-^s 6^fiur-fe- 

•^U 9;fr6fiiffitt&©WIIH*5«U 

h 5 2 ±©J*«*tWK0T, MfrlHttlM' 

[0096] <ai«m>^ccc % 6 <ty- 

/c3^©>(t83V> F*y-AlJw«5 6***«U 

-ami ottm&zy->zffimz-&z>mmic^xst 

[0 0 9 7 ] H 1 SCCmf <fc5K. y-A-9---rC5 6 # 

-ASt i or©ii*^si?fsn4. 01 9tc*s 
i>t v (w) hSft«cc^x-< n*n*, <* 

[0098] 6 #SfiO*:*tt$riv> F 

»7U W*i/->©W*fB^*y-A*ai occass 

-r&o y-Agu ots«37>F (i) &c*fi£ir£ 
(omm b j: 0 stifc * ^ >r r > h b$ih©b#2h Bt^^o 

©i^ssartt. ^«^v>f ( 1 ) <D?*<{ bmm*p 

CC, /Jv>->*WT4SW«=iv>F (2) 

t/->©s£ffi^*y-A*g«i occsimurn>^s 
w**sii»e3n4©», if-^ra©^Maj:oan/c 

^^-f7>h«F«©»l«AT*0, «f81A^63>#« 

*3>#*«*tf5. *mx<Dti* % y-Aguot 
7©BS3PJ<t-r*©'c«a< % /hs/->©»*«i»7 , r* 

«®(Y4:=i»K«f**IT©«S!li-r*. fttto*, 

i£"C^n>^A*rnJfil^Wi^-So ?UT>bmfi£\ 
©B#^jCr«. *ftt=i^>F (3) sWA^Sti. y-A 



(17) 
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nIfiE3Q:«FH|-C*S©'C, *f«=i^>F (3) «^>^A 

(2) i»«3^>F (3) i*3>#jattt©i». » 
|^7>F (2) (D^i^^^-v^^^^n>^V-Y 
><t&9, *fign v> F (3) 

#tg$:3v> F ( 1 ) «^-F©Bt«7T^0 

Jtl^7>F (2) <t*t«nv>F (3) io 

F ( 1 ) O^-rV-biUW*^- K*S4S*l^CC**> 

>F (3) ©*^>-fe;l/Bj«B^- F*««U 

>F (2) (D**>H*>M/5Jf^-- h^S^^ti^o 3J> 

F ( 1 ) h©S£»7fk ^t«^v> F 

(2) <o*#^-h. *H£nv> F (3) <D*»j*~ h 

[0 0 9 9 ]»C k y-Aggl0i^Af-A5 6 
[0 1 0 0] i20^t<j:^tc, n>^y^> v a> 

i acx=j>#^i/^2 *aa-r*y-A*a 1 

*6nv> F^A^J^tiy-A^-^^5 6tei£MS*i*. 30 
B#£IJA' r, y-A1f-^5 6»§Il^i3V> F 

ts 0 y-ASgai ocdb#^ija" /Jv>->cdw£# 
ittf^jw* i *ffl^-r A^g ioi3 >#'viu>* 

^•l©*f«a^>F*y-Alfw«5 6 #§frr 40 

W»7«©«gPJ (B) m>^A*5ti/c»«nv>F 
tt3>#TO<t6S 0 «FS»JBm>#A^Sn/c3> 

y-Aggl 0T©A**«3>#*«»7«pS9 
CDft( £ £>r 3J > j^JSaI £ & £ c 
[0101] JttOT. M2 ltC^-fJiUC. y-A^g 
1 Oi^-Atf-AS 6i«3>#B4'>->(DSM 50 
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^SiJB' -C\ y-At-^5 6tt9«^»H37>F 
t3>^-f>©»«37>FtOa>#liSS OSIRIS 

^nrr& 0 y-ASii o<db$s«b m 3>#7^y 

A^£ft/c>tf«:3v> F©**-* FB«H;Wft7l/fc 
« v y~A*tfw<5 6«S^A^I1 0CC3>#S*fe 

«fSBC m rtt. *y-A«ai or a 

<D#£Ji^c<J: >f >R^3 >*>\;w* 1 i@ 

D3>mA- F**?l£S*i£ 0 

[o i o 2 ] ±»Lfcj:5fc, *mam<oir-'i • * 

* * 5 * # l^&Stf) 6 tifcfcfttrs v> F(DH 

ggi occ=i>#©w^5/->*ii^3*4«^tase 

b/c 5 2-^f-^^l 5 8) <Dt\ y-A 

Ml 0 4«ffTS^U-f 2oo»«37>F4 
mtf ? ZZtl^tKD* * 7 * lt8(+ * ^ ^ Z 

€:3llfiL/c U^^108-^f^l 14) <DV % 

&bfc&tcx>#<D&tt*mtc?m<Dmk^> f*« 

ft L i * CC« 3 > #<DW£^ - > i (i»J(Df?*->- > 
i^rS^^^^i^CCL/c Uf-^l 6 0. X^^y 
16 4) ©r, i<7^Rfr>->Wt3tl^C(t^ 

av> F^2o(DimG>(*«r3v> F<fcn>sP^fi£3;U^ 
l»<t5KEIt;»«3^>F<D--*** + >-feJl/Uyt (X 
r^l 6 2) (Dr, * + >-fe;l/S*ift:»«3^>F© 

[0103] tfc, y-AMl0m y-Atf-vr? 



(18) 

33 

y'4 o s^ztv y'4 l 2 ) cor. n>#oB4i/ 

5 0 ^Xf" 7^454) % -y#J>^ sr 7 t*p6J©CCS£-> 10 
->£W£*T£ (Xf 77*524-Xf-^7'5 34, X 
f^ , 544-Xr^7'546) <t^C v y-A1Jw\* 
5 6 t<Dmmfc£K>^mmmzmrLtc (Xy-yy'3 1 
4) cor, S£S/->#S&4C<fc&<«cl?£3*i* 
C£#>6, 7' U >f f tiS4 V- > C i ^ 

£ Q £/cJg&c x n > z/<d?— ^ifc^ja^ ffl 20 
>^«3^> F(D5R^«:*fj£'raff^>->©— asa*^£ 

TLtc2~o<Dttm^~?> F3M9f3E©*ft*«fcT»^K: 
Wt3v> F©W^>->*»^XWtt^L/rS3£ 
"T&cfcMCU/c (Xf^5 3 0) <DT\ S&Stt^T* 

* y 9 $<Dn&Zs->tVI&* * ^ **G>W£^- 

[0104] ^mmmm^t. v-xva y 5 0 

(fc1«»©y-AiBll 0<hj&W>£-** F 5 2£/M, 

^ti^MHit^ 7 * y z> z t AlJwC 

5 6 7 * 7 * £ t <D»«y- A*« 

tB^O* S»WK:*«)&tl4 c <t & < 

MTTtt, 3>#«fib/c:^cltcfe ^ 1 o©3>^ 50 
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34 

w«ttHt;««3^>F**eLfci*tt, ^te*t«3 

v>F<OS«** + >-fe^-r4«*^Lfc^ [*IG#rt8 
37> F-c*r>rfen>**sjiEfir*<fc^«:or=i>sK 

w£5/~>©w£**hi*, ffl8dostf«3v>FK:»tBr 

[0106] JgCC, *SU6088-r«, FWTw 
F*^Lfci*eciB^»<D«KftfT9<fc 

sec or it^-r^>->«2otc 
R£3ft*fc©rttfci>. HK, $t^r(t locate 

*W£-r*J:5K:LT*>J:<r>. t©<h#, «R©B£5/ 

[0107] *fc»c. T&KWBmrcoi* %tm^-?> F 
* + ^**©£#A«fcJ:^T^«j:9fcLTfc^ 

0, *#AKJ:or»l«Cc»J||3v>F*SBTS*fc 
[0108] MCC*fc, tmwitii. »*y-A<D 

fey- a 7*a ^7 A4 ^ >a - F ^ 

[0109] 

*-#ccas«r*©r % «»©^7-fr>F3>e*- 
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+ ^ ^7 £ ttftCDttm^ v > F<E>*f fl+ * -7 ^ £ <b pi— <D 

v > Kofi * <Dttm* —>3>t izm%: o w,m i> xm— 

com* v^f* <t*f«-T 4*f«*-^ a >£ffiBii*tt£ 
[BIM>1B#&iW»] io 

[02] ^7>(7> h=J>f*-^©y-A*ga(0g3ffi 

[S3] y-AHB&cttfflsnsA^Kso^ffiiar* 
*. 

[04] y-A§a«*#©^*svr«ii»^ia^^iar 

[0 5] *Jfc^^^^A1f-^(D||tfT*»*«!ffl^ 
-^>^T7r;*r^n-^i'*- Ft*^ 20 
[0 6 ] WMI^-^XDXf 7 7*1 2 4Qf¥»£^ 

[07] y-A*a©»fT4»««iBra^--^>* 

t^T 7 a — ■* — 
[0 8] »WWflWfi«^--^>©^^'5F^ , 2 1 OCDfWffl 

[0 9] ^t«£$fJ»^S^-^>OXf'^^2 1 2<Dfftffl 

z^mmttrnv^fr-rycDy * + - f-c&s, 30 

[010] «^MS^^-^>CDX-r v ?3 0 6CDP 
[011] ttH«fflHf^-^>©^f"y ^3 1 0<D» 
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: [HI 2] «BjBi^;l/-?>0^f 1 2 0» 

MZttu&nm-y' ?>\>- * ><o y p - * * - v r* 

[013] MUf^b-^XO^f^'S 1 8<DI£ 
[014] W$Lfimy~7)l>-?-><DX^ v y 5 2 2<OU 
[015] f-Utr*^.3KC^3tia*^^^dr««* 

»9B-r*»wiar*o, (a) raw*** 

h*S*U (B) a^l/^fftt^i'^ 

[016] 7*U^r.^cca^3n^lf^>->lSiB* 

* ^ # d?cD/Jv>-><Dct>railSHIfer*^ 0 
[017] ttm^^>FltC1&ttc* + 5?Z<DHt£Zs~ 

>zmi*z>mm-c*>*)> <a> w»^5/->©«« 

(B) »»»(DS*«n^>FCC|£DA:*-i'^^ 
[018] fU^^(C«^$W20(DJti37> 

[019] #-&1?-rt£#-&m!B£<D!&W%m<Dm. 
[02 0] y-A-9--^iy-A»ai©3>#*IJ|R«l 

[02 i ] ?~&y~^ty~Aismt<Dx>7izn*£m 

1 ta^aft 

2 (^^>TT>F^>fc:^-^) 

4 fUb'^^ (f^7*l/>() 
20 CPU^P^ 

2 5 ilfi^SSP 

5 6 y-AU--^' (Mil^v> K*lJ»r#S, JSBrav 



[02] 



[03] 



[015] 





72 .73 
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[^MfiiiES] 

[ffi&H] 14^9^120 (2 002. 9. 1 
2) 

[#lsMIE 1 ] 
[*liE«»«8[*] 9Mffli 
[»UBsf**B*] 0 0 11 
[«|jE#ffi] 

[ooi i] mmjivmzvmms.. mvowmt}* * 

6HirffigStB*^+ + 7^ £©#!&*-—>' a >£Ja@rf Sfc 
8&CDJSSii3V> F£§ff U <£W-r&i®®T r -2cDi*i#> 

7' P A ±(CfiSBi-r £ 2» 7 -C T > h ^ > f a - $ ©Jfflili 3 



strain v> K^^f^fiaoigKcsjRsnfciif 

ft & * + 7 ^ £ ©*MB*- V a > £jiffii 3 tt & *:«>©& 
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Summary 



(57) [Abstract] 

[Technical problem] The drawing command control method that a sense of solidarity 
can be given to two or more players is offered. 

[Means for Solution] When the waging-war command to an ally character is received 
from game equipment, the time check of the registration time of the combo which a 
character is made to work together and is attacked is started, and the propriety of a 
combo is judged when another waging-war command is received within the 
registration time of a combo. When two received waging-war commands correspond 
to the related data of the waging-war command beforehand set to be able to specify 
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the reproduction scene of a combo from two waging-war commands against the 
same enemy character, it judges that a combo is possible, and the reproduction 
directions which reproduce the reproduction scene of the combo applicable to game 
equipment are transmitted. 
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CLAIMS 



[Claim(s)] 

[Claim 1] The waging-war command to the aforementioned friend-and-foe character 
is received from two or more client computers which have th image data of the 
waging-war motion of the waging-war game against which two or more friend-and- 
foe characters play a match. It is th drawing command control method of the game 
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server which transmits the drawing command for directing drawing of the 
aforementioned waging-war motion to the aforementioned client computer. When the 
waging-war command of the point to either of the aforementioned friend-and-foe 
characters is received, in a predetermined time, from from When the waging-war 
command of the back about other characters which make an enemy the same 
character as the character set as the object of the waging-war command of this 
point is received When it judges whether it has the relation as which the waging-war 
command of an above place and the waging-war command after the above were 
determined beforehand and judges that it has the aforementioned relation It differs 
from a matched-pairs game motion to the waging-war command of an above place, 
and the waging-war command after the above. The drawing command control 
method containing a step of selecting the single drawing command for making the 
waging-war motion of the character set as the object of the waging-war command 
of an above place, or the waging-war command after the above drawing, and 
transmitting the aforementioned drawing command to two or more aforementioned 
client computers. 

[Claim 2] It is the drawing command control method according to claim 1 
characterized by considering that the waging-war command after the above, the 
above, and also a next waging-war command do not have the aforementioned 
relation when [ at which it has the waging-war command and the aforementioned 
relation of an above place in the aforementioned predetermined time ] a next 
waging-war command is received further. 

[Claim 3] The drawing command control method according to claim 2 characterized 
by repealing one reception of the next waging-war commands at the waging-war 
command or this ** after this when the waging-war command after the above, the 
above, and also a next waging-war command are the same waging-war commands 
with which the target characters differ. 

[Claim 4] The drawing command control method given in any 1 term of the claim 1 
characterized by including further the step which transmits the preparation 
command for making the preparation motion which expresses the housekeeping 
operation of a matched-pairs game motion with the waging-war command of this 
point draw when the waging-war command of an above place is received to two or 
more aforementioned client computers, or a claim 3. 

[Claim 5] It judges whether when the waging-war command of an above place is 
received, the related waging-war command which has the relation which is a waging- 
war command about the ally character of the character set as the object of the 
waging-war command of this point, and was beforehand determined as the waging- 
war command of this point exists. When it judges that this related waging-war 
command exists The drawing command control method given in any 1 term of the 
claim 1 characterized by transmitting the viewing command which makes it display 
on the client computer which can transmit this related waging-war command that 
this related waging-war command is selectable, or a claim 4. 
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[Claim 6] The drawing command control method given in any 1 term of the claim 1 
to which aggressivity to the aforementioned enemy character by the aforementioned 
drawing command is characterized by exceeding the sum total of each aggressivity 
of the waging-war command of an above place, and the waging-war command after 
the above, or a claim 5. 

[Claim 7] The waging-war command to the aforementioned friend-and-foe character 
is received from two or more client computers which have the image data of the 
waging-war motion of the waging-war game against which two or more friend-and- 
foe characters play a match. It is the drawing command control method of the game 
server which transmits the drawing command for directing drawing of the 
aforementioned waging-war motion to the aforementioned client computer. When the 
waging-war command of the point to either of the aforementioned friend-and-foe 
characters is received, in a predetermined time, from from When it judges that 
aforementioned it judged whether the waging-war command after being aimed at a 
different character from the object of the waging-war command of an above place 
was received, and reception was carried out The drawing command control method 
containing a step of transmitting the parallel drawing command for making a 
matched-pairs game motion drawing in parallel to each of the waging-war command 
of an above place, and the waging-war command after the above to two or more 
aforementioned client computers. 

[Claim 8] The drawing command control method of the client computer which 
receives the drawing command for drawing the waging-war motion of the 
aforementioned friend-and-foe character from the game server which controls the 
waging-war game which is characterized by providing the following, and against 
which two or more friend-and-foe characters play a match, and draws a matched- 
pairs game motion on a display to the aforementioned drawing command out of the 
image data to hold When the related waging-war command which has the relation 
which is a waging-war command about the ally character transmitted to the 
aforementioned game server from other client computers, and was beforehand 
determined as this waging-war command exists When the viewing command which 
indicates the aforementioned related waging-war command by the predetermined 
time so that it may be selectable is received from the aforementioned game server 
and the aforementioned viewing command is chosen between the aforementioned 
predetermined times The select command which expresses selection of the 
aforementioned viewing command to the aforementioned game server is transmitted. 
It is a matched-pairs game motion to the drawing command or the aforementioned 
waging-war command for making the waging-war motion of the character set as the 
object of the ally character set as the object of the aforementioned waging-war 
command, or the aforementioned related waging-war command draw. The parallel 
drawing command for making a matched-pairs game motion draw in parallel to the 
waging-war command for other different characters from the object of this waging- 
war command is received. When it judges whether it is under [ drawing / of a 
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waging-war motion ] ****** and is not / be / it ] under drawing, a matched-pairs 
game motion is drawn to the aforementioned drawing command or the 
aforementioned parallel drawing command. The step which draws a matched-pairs 
game motion to the aforementioned drawing command or the aforementioned parallel 
drawing command after the drawing end of this waging-war motion at the time under 
drawing 

[Claim 9] The drawing command control method according to claim 8 that drawing 
time of a matched-pairs game motion is characterized [ at the aforementioned 
drawing command / the aforementioned waging-war command ] by being shorter 
than the sum total of the drawing time of a matched-pairs game motion the drawing 
time of a matched-pairs game motion, and the aforementioned related waging-war 
command. 

[Claim 10] It is the drawing command control method according to claim 8 or 9 
characterized by the image data of a matched-pairs game motion containing a part 
of image data of the aforementioned waging-war command and the aforementioned 
related waging-war motion at the aforementioned drawing command. 
[Claim 11] It is the record medium which a computer can read about the drawing 
command control method given in any 1 term of a claim 8 or a claim 10. 
[Claim 12] Drawing command control equipment which transmits the drawing 
command for receiving the waging-war command to the aforementioned friend-and- 
foe character from two or more client computers which have the image data of the 
waging-war motion of the waging-war game against which two or more friend-and- 
foe characters play a match characterized by providing the following, and directing 
drawing of the aforementioned waging-war motion to the aforementioned client 
computer A related-commands judgment means to judge whether it has the relation 
as which the waging-war command of an above place and the waging-war command 
after the above were determined beforehand when the waging-war command of the 
back about other characters which make an enemy the same character as the 
character set from from as the object of the waging-war command of this point in a 
predetermined time when the waging-war command of the point to either of the 
aforementioned friend-and-foe characters is received is received drawing 
Commando select the drawing command for making the waging-war command of an 
above place, and the waging-war command after the above draw the waging-war 
motion of the character set as the object of the waging-war command of an above 
place, or the waging-war command after the above unlike a matched-pairs game 
motion when it judges that it has the aforementioned relation — a law — a means 
and a drawing command transmitting means transmit the aforementioned drawing 
command to two or more aforementioned client computers 
[Claim 1 3] The waging-war command to the aforementioned friend-and-foe 
character is received from two or more client computers which have the image data 
of the waging-war motion of the waging-war game against which two or more friend- 
and-foe characters play a match. It is the program which transmits the drawing 
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command for directing drawing of the aforementioned waging-war motion to the 
aforementioned client computer. When the waging-war command of the point [ as 
opposed to either of the aforementioned friend-and-foe characters for a computer ] 
is received, in a predetermined time from from When the waging-war command of 
the back about other characters which make an enemy the same character as the 
character set as the object of the waging-war command of this point is received 
When it judges that it has the related-commands judgment means and the 
aforementioned relation which judge whether it has the relation as which the 
waging-war command of an above place and the waging-war command after the 
above were determined beforehand It differs from a matched-pairs game motion to 
the waging-war command of an above place, and the waging-war command after the 
above, drawing Commando which selects the drawing command for making the 
waging-war motion of the character set as the object of the waging-war command 
of an above place, or the waging-war command after the above draw — a law — a 
means — The program for making the aforementioned drawing command into a 
drawing command transmitting means to transmit to two or more aforementioned 
client computers, and operating it. 

[Claim 14] The drawing command for drawing the waging-war motion of the 
aforementioned friend-and-foe character from the game server which controls the 
waging-war game against which two or more friend-and-foe characters play a match 
is received. It is the program which draws a matched-pairs game motion on a display 
to the aforementioned drawing command out of the image data to hold. When the 
related waging-war command which has the relation which is a waging-war command 
about the ally character to which the computer was transmitted by the 
aforementioned game server from other client computers, and was beforehand 
determined as this waging-war command exists When the 1st receiving means and 
the aforementioned viewing command which receive the viewing command which 
indicates the aforementioned related waging-war command by the predetermined 
time so that it may be selectable are chosen from the aforementioned game server 
between the aforementioned predetermined times A transmitting means to transmit 
the select command which expresses selection of the aforementioned viewing 
command to the aforementioned game server, The drawing command for making the 
waging-war motion of the character set as the object of the ally character set as 
the object of the aforementioned waging-war command, or the aforementioned 
related waging-war command draw, Or the 2nd receiving means which receives the 
parallel drawing command for making the aforementioned waging-war command draw 
a matched-pairs game motion in parallel to the waging-war command for other 
different characters from a matched-pairs game motion and the object of this 
waging-war command, When it judges whether it is under [ drawing / of a waging- 
war motion ] ****** and is not / be / it ] under drawing, a matched-pairs game 
motion is drawn to the aforementioned drawing command or the aforementioned 
parallel drawing command. The program for considering as a drawing means to draw 
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a matched-pairs game motion, and making it function on the aforementioned drawing 
command or the aforementioned parallel drawing command after the drawing end of 
this waging-war motion at the time under drawing. 



[Translation done.] 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] this invention relates to the drawing 
command control method, a record medium, drawing command control equipment, 
and a program, and relates to the drawing command control method, this record 
medium, this drawing command control equipment, and this program of the waging- 
war game against which two or more friend-and-foe characters play a match 
especially. 
[0002] 

[Description of the Prior Art] Recently, the communication game of the various 
modes using the communication network is beginning to spread. The direct file of 
two or more game equipments which carry out the whereabouts is carried out to a 
different place using a comparatively short telecommunication cable, or there are 
some which are connected through a game server, the Internet, etc. which carry out 
unitary management of the advance of the game of what is connected through LAN, 
and each game equipment in it at such a communication game, for example. Each 
game equipment connects an input unit, a display and telecommunication cables, 
such as a controller pad, the telephone line, etc. to the computer of the main part of 
game equipment, and is constituted. A player can enjoy a game simultaneously by a 
lot of people by operating the button of an input unit and communicating with other 
play rs, looking at each display. 

[0003] In such a communication game, for example, a server client type game, from 
the game equipment (client computer) which a player operates, the access program 
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for accessing a game server, and the image data and voice data of a game are 
recorded on record media, such as CD-ROM, and are offered in many cases. A 
player controls operation of each character which it takes charge of by operating 
game equipment. A client computer has many games which draw a picture on a 
display with directions of game advance which transmitted the input by the player to 
the game server, and received from the game server. 
[0004] 

[Problem(s) to be Solved by the Invention] However, since operation of the 
character which the command which two or more players inputted from each game 
equipment is individually executed, and each player controls by the game through 
the communication network mentioned above is independent, even if it can 
participate two or more players in the same game, it is difficult [ it ] to give relation 
with other characters which other players control. That is, since the communication 
network is minded, a time lag is produced and a command is individually executed 
even when two or more players input simultaneously the command which attacks 
the same enemy character, it is difficult for two or more characters to express the 
attack which pushes down an enemy character cooperatively. 
[0005] this invention makes it a technical problem to offer the drawing command 
control method and record medium which can give a sense of solidarity to two or 
more players, drawing command control equipment, and a program in view of an 
upper report proposal. 
[0006] 

[Means for Solving the Problem] In order to solve the above-mentioned technical 
problem, the 1st mode of this invention The waging-war command to the 
aforementioned friend-and-foe character is received from two or more client 
computers which have the image data of the waging-war motion of the waging-war 
game against which two or more friend-and-foe characters play a match. It is the 
drawing command control method of the game server which transmits the drawing 
command for directing drawing of the aforementioned waging-war motion to the 
aforementioned client computer. When the waging-war command of the point to 
either of the aforementioned friend-and-foe characters is received, in a 
predetermined time, from from When the waging-war command of the back about 
other characters which make an enemy the same character as the character set as 
the object of the waging-war command of this point is received When it judges 
whether it has the relation as which the waging-war command of an above place and 
the waging-war command after the above were determined beforehand and judges 
that it has the aforementioned relation It differs from a matched-pairs game motion 
to the waging-war command of an above place, and the waging-war command after 
the above. The single drawing command for making the waging-war motion of the 
character set as the object of the waging-war command of an above place or the 
waging-war command after the above draw is selected, and the step which transmits 
the aforementioned drawing command to two or more aforementioned client 
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computers is included. 

[0007] When a previous waging-war command and a next waging-war command fulfill 
predetermined conditions according to this mode Since the single drawing command 
for making the waging-war motion of the character set as the object of a previous 
waging-war command or a next waging-war command draw is transmitted to two or 
more client computers A sense of solidarity can be given to the player which 
performs a waging-war game with two or more client computers from the same 
waging-war motion being drawn by two or more client computers, as the above- 
mentioned predetermined conditions When a previous waging-war command is 
received, the input of a next waging-war command is permitted in a predetermined 
time from from. The object character of the waging-war command after having the 
relation beforehand determined as the previous waging-war command makes an 
enemy the same character as the object character of a previous waging-war 
command. Since the waging-war motion which collaborates unlike each waging-war 
motion of a previous waging-war command and a next waging-war command, and 
plays a match against the same enemy character is made to draw, the sense of 
solidarity of a player can be raised more. 

[0008] In this mode, when [ at which it has a previous waging-war command and 
previous relation in a predetermined time ] a next waging-war command is received 
further If it considers that a next waging-war command does not have relation 
further with a next waging-war command Since it is not necessary to consider a 
next waging-war command about relation with a next waging-war command further, 
according to a previous waging-war command, a next waging-war command, and a 
further next waging-war command, selection of a single drawing command becomes 
easy (since it is not necessary to take into consideration the chain over a next 
waging-war command). When a next waging-war command is the same waging-war 
command with which the target character differs from a next waging-war command 
further at this time, since a drawing command can be selected by either invalid then 
the next waging-war command or the further next waging-war command and the 
previous waging-war command, selecting [ of a drawing command ] becomes still 
easier about one of reception. Moreover, if it is made for the step which transmits 
the preparation command for making the preparation motion which expresses the 
housekeeping operation of a matched-pairs game motion with a previous waging-war 
command draw to two or more client computers to be included further when a 
previous waging-war command is received Since it will be meant that the game 
server received the previous waging-war command by a preparation motion being 
drawn on the display of a client computer, it can report to a player that the waging- 
war command after having relation can be inputted. Furthermore, it judges whether 
when a previous waging-war command is received, the related waging-war command 
which has the r lation which is a waging-war command about the ally character of 
the character set as the object of a previous waging-war command, and was 
beforehand determined as the previous waging-war command exists. If the viewing 
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command which makes it display on the client computer which can transmit a 
related waging-war command that a related waging-war command is selectable is 
transmitted when it judges that a related waging-war command exists It becomes 
easy to choose [ of the waging-war command after having a previous waging-war 
command and previous relation ] a player. Furthermore, since aggressivity in case a 
previous waging-war command and a next waging-war command have relation rather 
than the time of totaling the aggressivity of an independent waging-war command if 
the aggressivity to the enemy character by the drawing command exceeds the sum 
total of each aggressivity of a previous waging-war command and a next waging-war 
command becomes high and the opportunity which can push down the same enemy 
character becomes large, a sense of solidarity between players can be raised more. 
[0009] The 2nd mode of this invention receives the waging-war command to the 
aforementioned friend-and-foe character from two or more client computers which 
have the image data of the waging-war motion of the waging-war game against 
which two or more friend-and-foe characters play a match. It is the drawing 
command control method of the game server which transmits the drawing command 
for directing drawing of the aforementioned waging-war motion to the 
aforementioned client computer. When the waging-war command of the point to 
either of the aforementioned friend-and-foe characters is received, in a 
predetermined time, from from When it judges that aforementioned it judged whether 
the waging-war command after being aimed at a different character from the object 
of the waging-war command of an above place was received, and reception was 
carried out The step which transmits the parallel drawing command for making a 
matched-pairs game motion draw in parallel to each of the waging-war command of 
an above place and the waging-war command after the above to two or more 
aforementioned client computers is included. 

[0010] When the waging-war command of the point to either of the friend-and-foe 
characters is received according to this mode, in a predetermined time from from 
When it judges that it judged whether the waging-war command after being aimed at 
a different character from the object of a previous waging-war command was 
received, and received Since it transmits to two or more client computers, the 
parallel drawing command for making a matched-pairs game motion draw in parallel 
to each of a previous waging-war command and a next waging-war command From a 
matched-pairs game motion being drawn in two or more client computers in parallel 
to each of a previous waging-war command and a next waging-war command A 
player can have a sense of solidarity with other players by seeing the waging-war 
motion of the ally character drawn in parallel. 

[0011] The 3rd mode of this invention receives the drawing command for drawing 
the waging-war motion of the aforementioned friend-and-foe character from the 
game server which controls the waging-war game against which two or more friend- 
and-foe characters play a match. It is the drawing command control method of the 
cli nt computer which draws a matched-pairs game motion on a display to the 
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aforementioned drawing command out of the image data to hold. When the related 
waging-war command which has the relation which is a waging-war command about 
the ally character transmitted to the aforementioned game server from other client 
computers, and was beforehand determined as this waging-war command exists 
When the viewing command which indicates the aforementioned related waging-war 
command by the predetermined time so that it may be selectable is received from 
the aforementioned game server and the aforementioned viewing command is 
chosen between the aforementioned predetermined times The select command 
which expresses selection of the aforementioned viewing command to the 
aforementioned game server is transmitted. The drawing command for making the 
waging-war motion of the character set as the object of the ally character set as 
the object of the aforementioned waging-war command, or the aforementioned 
related waging-war command draw, Or the parallel drawing command for making the 
aforementioned waging-war command draw a matched-pairs game motion in parallel 
to the waging-war command for other different characters from a matched-pairs 
game motion and the object of this waging-war command is received. When it judges 
whether it is under [ drawing / of a waging-war motion ] ****** and is not / be / 
it ] under drawing, a matched-pairs game motion is drawn to the aforementioned 
drawing command or the aforementioned parallel drawing command. The step 
containing a step which draws a matched-pairs game motion after the drawing end 
of this waging-war motion at the aforementioned drawing command or the 
aforementioned parallel drawing command is included at the time under drawing. 
[0012] According to this mode, a client computer When the related waging-war 
command which has the relation which is a waging-war command about the ally 
character transmitted to the game server from other client computers, and was 
beforehand determined as this waging-war command exists Since the select 
command which expresses selection of a viewing command to a game server is 
transmitted when the viewing command which indicates the related waging-war 
command by the predetermined time so that it may be selectable is received from a 
game server and a viewing command is chosen between predetermined times While a 
player can transmit a select command in consideration of the relation of a character 
and other ally characters by viewing-command **** display and can aim at 
cooperation between characters The drawing command for making the waging-war 
motion of the character set as the object of the ally character set as the object of a 
waging-war command, or a related waging-war command draw, Or the parallel 
drawing command for making a waging-war command draw a matched-pairs game 
motion in parallel to the waging-war command for other different characters from a 
matched-pairs game motion and the object of this waging-war command is received. 
When it judges whether it is under [ drawing / of a waging-war motion ] ****** and 
is not / be / it ] under drawing, a matched-pairs game motion is drawn to a drawing 
command or an parallel drawing command. Since the matched-pairs game motion 
was drawn to the drawing command or the parallel drawing command after the 
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drawing end of this waging-war motion at the time under drawing Irrespective of the 
difference in the processing time between client computers, or the difference in the 
communication time of a client computer and a game server, a matched-pairs game 
motion can be drawn according to the drawing situation of a client computer to a 
drawing command or an parallel drawing command. 

[0013] In this case, to the waging-war command which transmitted the drawing time 
of a matched-pairs game motion to the drawing command, if it is made shorter to 
the drawing time and the related waging-war command of a matched-pairs game 
motion than the sum total of the drawing time of a matched-pairs game motion, a 
speedy waging-war motion can be expressed at them. Moreover, if it is made for the 
image data of a matched-pairs game motion to contain a part of image data of each 
waging-war motion corresponding to a waging-war command and a related waging- 
war command in a drawing command, since a matched-pairs game motion can be 
made similar [ approximate or ] to a drawing command on the both sides of a 
matched-pairs game motion at a waging-war command and a related waging-war 
command, it can avoid spoiling the interest of the player to the waging-war motion 
of a different friend-and-foe character. 

[0014] The 4th mode of this invention is the record medium which a computer can 
read about the drawing command control method of the 3rd mode mentioned above. 
[0015] The 5th mode of this invention receives the waging-war command to the 
aforementioned friend-and-foe character from two or more client computers which 
have the image data of the waging-war motion of the waging-war game against 
which two or more friend-and-foe characters play a match. It is drawing command 
control equipment which transmits the drawing command for directing drawing of the 
aforementioned waging-war motion to the aforementioned client computer. When the 
waging-war command of the point to either of the aforementioned friend-and-foe 
characters is received, in a predetermined time, from from When the waging-war 
command of the back about other characters which make an enemy the same 
character as the character set as the object of the waging-war command of this 
point is received A related-commands judgment means to judge whether it has the 
relation as which the waging-war command of an above place and the waging-war 
command after the above were determined beforehand, and when it judges that it 
has the aforementioned relation It differs from a matched-pairs game motion to the 
waging-war command of an above place, and the waging-war command after the 
above, drawing Commando which selects the drawing command for making the 
waging-war motion of the character set as the object of the waging-war command 
of an above place, or the waging-war command after the above draw — a law — 
with a means It has a drawing command transmitting means to transmit the 
aforementioned drawing command to two or more aforementioned client computers. 
[0016] The 6th mode of this invention receives the waging-war command to the 
aforementioned friend-and-foe character from two or more client computers which 
have the image data of the waging-war motion of the waging-war game against 
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which two or more friend-and-foe characters play a match. It is the program which 
transmits the drawing command for directing drawing of the aforementioned waging- 
war motion to the aforementioned client computer. When the waging-war command 
of the point [ as opposed to either of the aforementioned friend-and-foe characters 
for a computer ] is received, in a predetermined time from from When the waging- 
war command of the back about other characters which make an enemy the same 
character as the character set as the object of the waging-war command of this 
point is received When it judges that it has the related-commands judgment means 
and the aforementioned relation which judge whether it has the relation as which the 
waging-war command of an above place and the waging-war command after the 
above were determined beforehand It differs from a matched-pairs game motion to 
the waging-war command of an above place, and the waging-war command after the 
above, drawing Commando which selects the drawing command for making the 
waging-war motion of the character set as the object of the waging-war command 
of an above place, or the waging-war command after the above draw — a law — a 
means — The aforementioned drawing command is made into a drawing command 
transmitting means to transmit to two or more aforementioned client computers, and 
is operated. 

[0017] And the 7th mode of this invention receives the drawing command for 
drawing the waging-war motion of the aforementioned friend-and-foe character from 
the game server which controls the waging-war game against which two or more 
friend-and-foe characters play a match. It is the program which draws a matched- 
pairs game motion on a display to the aforementioned drawing command out of the 
image data to hold. When the related waging-war command which has the relation 
which is a waging-war command about the ally character to which the computer was 
transmitted by the aforementioned game server from other client computers, and 
was beforehand determined as this waging-war command exists When the 1st 
receiving means and the aforementioned viewing command which receive the viewing 
command which indicates the aforementioned related waging-war command by the 
predetermined time so that it may be selectable are chosen from the 
aforementioned game server between the aforementioned predetermined times A 
transmitting means to transmit the select command which expresses selection of 
the aforementioned viewing command to the aforementioned game server, The 
drawing command for making the waging-war motion of the character set as the 
object of the ally character set as the object of the aforementioned waging-war 
command, or the aforementioned related waging-war command draw, Or the 2nd 
receiving means which receives the parallel drawing command for making the 
aforementioned waging-war command draw a matched-pairs game motion in parallel 
to the waging-war command for other different characters from a matched-pairs 
game motion and the object of this waging-war command, When it judges whether it 
is under [ drawing / of a waging-war motion ] ****** and is not / be / it ] under 
drawing, a matched-pairs game motion is drawn to the aforementioned drawing 
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command or the aforementioned parallel drawing command. It considers as a drawing 
means to draw a matched-pairs game motion, and is made to function on the 
aforementioned drawing command or the aforementioned parallel drawing command 
after the drawing end of this waging-war motion at the time under drawing. 
[0018] 

[Embodiments of the Invention] The gestalt of the operation which applied this 
invention to the server client system connected through the Internet with reference 
to the drawing hereafter is explained. 

[0019] As shown in drawing 1 , the proxy server 55 and the account management 
server 58 of the game equipment 10 as two or more client computers and the server 
site 53 are connected through a public line, and the server client system 50 of this 
operation gestalt is constituted by the Internet 52. 

[0020] The server site 53 A related-commands judging means, As a drawing 
command selection means and a drawing command transmitting means CPU which is 
not a ** view example The game server 56 which it has, and CPU which is not 
illustrated Communication with preparation game equipment 10 The proxy server 55 
and game data to manage It consists of accounting servers 59 which are equipped 
with the account management server 58 which is equipped with the database 57 to 
hold and CPU which is not illustrated, and manages account information and player 
information, and CPU which is not illustrated, and manage accounting accompanying 
use of the server site 53. The game server 56 is connected to the proxy server 55, 
the database 57, and the account management server 58. The account management 
server 58 is connected to the accounting server 59. 

[0021] As shown in drawing 2 , the input unit 3 for game equipment 10 inputting into 
the main part 2 of game equipment the television monitor 4 and game information as 
a display which built in the loudspeaker 5 is connected. The main part 2 of game 
equipment has the medium read station which can equip with the record media 1, 
such as CD-ROM, and the communications processing section (refer to drawing 4 ) 
in which the modular jack 6 of a public line and connection are possible. The game 
program recorded on the record medium 1 is automatically loaded to the storage 
memory in the main part 2 of game equipment by equipping this medium read station 
with a record medium 1. Communication with the server site 53 is performed through 
the Internet 52 by connecting the communications processing section and a modular 
jack 6. 

[0022] Selection [ make it incline and ] the ** button 31 for operating the start 
button 30 and game character for starting a game to an input unit 3, as shown in 
drawing 3 , or answering an input inquiry from the main part 2 of game equipment, 
the ** button 32, the O button 33, and the x button 34 — a waging-war command It 
consists of the analog stick 39 which specifies the move direction of selection of a 
character, or a character and the upper button 35, a right button 36, a left button 37, 
and a lower button 38, and replaces with the analog stick 39. A waging^war select 
command, Selection of a character, the direction button set of a cross joint in which 
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the move direction specification is possible are arranged. In addition, a depression is 
possible for the analog stick 39 in a neutral or an inclination position. 
[0023] As shown in drawing 4 , the main part 2 of game equipment is equipped with 
the CPU block 20 which controls the whole equipment. SOU by which the CPU block 
20 mainly controls data transfer with each part in the main part 2 of game 
equipment (System Control Unit), CPU which operates with a high-speed clock as 
arithmetic and program control, ROM basic control operation of the main part 2 of 
game equipment was remembered to be, While working as a work area of CPU, it 
consists of internal buses which connect RAM and these which memorize 
temporarily the game program and the various data which were recorded on the 
record medium 1. 

[0024] The external bus 26 is connected to SCU. An external bus 26 The input from 
the input units 3, such as a controller pad, is received. The medium read stations 22, 
such as a CD-ROM drive which reads the game program and the various data which 
were equipped with the input receive section 21 which transmits input to the CPU 
block 20, and the factice CPU who does not illustrate, and were recorded on the 
record medium 1 , and is transmitted to the CPU block 20, the factice CPU who does 
not illustrate It has the image-processing section 23 which draws a picture 
according to the information which was equipped with the reservation buffer and 
VRAM which are mentioned later, and was transmitted from the CPU block 20, and 
the factice CPU who does not illustrate. For example, it connects with the 
communications processing sections 25, such as the acoustical-treatment section 
24 which processes sound, such as back music and a sound effect, and a modem 
which transmit and receive the server site 53 and game information through the 
Internet 52. Moreover, the input receive section 21 is connected to the input unit 3 
at the loudspeaker 5 by which the image-processing section 23 was built in the 
television monitor 4, and the acoustical-treatment section 24 was built in the 
television monitor 4 at the modular jack 6 which connects the communications 
processing section 25 with the Internet 52, respectively. 
[0025] (Operation) Next, the case where the ally character of seven bodies 
belonging to the ally unit by whom seven persons' player operates and controls each 
game equipment 10 with reference to a flow chart about operation of the server 
client system 50 of this operation gestalt, and the enemy character of seven bodies 
belonging to the enemy unit whom the game server 56 controls play a match is 
explained. In addition, a record medium 1 shall already be inserted in the main part 2 
of game equipment, and a game program and game data shall be stored in RAM 
within the CPU block 20. The action data and the image data of a wagingpwar 
command are contained in game data so that it may mention later, in the database 
57 of the server site 53, it mentions later — as — the advance information on a 
game, the positional information of a character, and the related data of a waging-war 
command — and — parrying — skill level — it catches and character attribute data, 
such as skill level, arms skill level, mortal wound skill level, evasion force, hit force, a 
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vitality, and a concentration value, are stored Moreover, in order to simplify 
explanation, in the following flow charts, it indicates focusing on operation of a player 
side character, and the publication is omitted as that by which the same processing 
is made also about the enemy character by the side of a computer. 
[0026] A player communicates with the account management server 58 of the 
server site 53 according to the directions displayed on a screen by the game 
program, and performs a game users user registration at the first time which 
performs a waging-war game. In user registration, information, such as how to pay 
the charge accompanying use of a user's personal information or the server site 53, 
is transmitted, and user ID and a password are acquired. When performing a game 
2nd henceforth, the game server 56 is accessed through a proxy server 55 with the 
user ID and the password which were acquired. 

[0027] As shown in <game server> drawing 5 , CPU of the game server 56 judges 
whether the waging-war command to two or more ally characters received 
individually can be cooperatively executed from game equipment 10, and performs 
the waging-war manipulation routine for transmitting reproduction directions of the 
reproduction scene showing operation of the character corresponding to a waging- 
war command. In this waging-war manipulation routine, it judges first whether the 
connection from game equipment 10 was made in Step 102. It is the following step 
104 at the time of affirmative judgment, and start processing for starting a game is 
performed and it progresses to Step 106 at the time of negative judgment. 
[0028] At Step 104, it judges whether the user ID and the password which were 
transmitted from game equipment 10, and the registration information stored in the 
account management server 58 are in agreement, and user authentication is 
performed. It judges that it is the registered user at the time of affirmative judgment, 
it reads the game data stored in a database server 57, and transmits them to game 
equipment 10. Therefore, at Step 102 - Step 104, when the connection from game 
equipment 10 is made, user authentication is performed, and a game is started. 
Thereby, a player can access the game server 56 at free time, and can perform a 
game. Although other players advance a game even when a game is interrupted, a 
game can be immediately resumed in loading the advance information on a game 
from the game server 56. 

[0029] In Step 106, it judges whether the waging-war command to a character was 
received from game equipment 10. It progresses to Step 108 at the time of 
affirmative judgment, and returns to Step 102 at the time of negative judgment. In 
Step 108, it judges whether it has the small scene (preparation motion) to which the 
received waging-war command expresses the housekeeping operation of action of 
the character corresponding to the waging-war command concerned, progresses to 
Step 1 10 at the time of affirmative judgment, and progresses to Step 122 at the 
time of negative judgment. In Step 1 10, it judges whether reproduction directions of 
the small scene corresponding to the waging-war command of other ally characters 
were already transmitted to game equipment 10. When having clocked the combo 
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registration time mentioned later, it is judged that reproduction directions of a small 
scene were already transmitted. It progresses to Step 1 22 at the time of affirmative 
judgment, and progresses to Step 1 12 at the time of negative judgment. 
[0030] At Step 1 1 2, the combo registration time beforehand set corresponding to 
the received waging-war command is read, and a time check is started according to 
the internal clock of CPU. Reproduction directions (preparation command) of the 
small scene corresponding to the received waging-war command are transmitted to 
all the game equipments 10 connected, and it is made to reproduce the small scene 
concerned to each game equipment 10 at the following step 114. Therefore, at Step 
1 12 - Step 1 14, the small scene corresponding to the waging-war command 
received previously is reproduced so that the combo which makes two or more 
waging-war commands received within predetermined combo registration time work 
together may be made. A combo here makes two or more waging-war commands 
work together, attacks an enemy character, and expresses the so-called 
cooperation operation. 

[0031] Next, at Step 116, the display directions (viewing command) for making the 
received waging-war command and the waging-war command (related waging-war 
command) which can do a combo choose are transmitted to game equipment 10. It 
judges whether a CPU is in the related data of the waging-war command with which 
the received waging-war command and the waging-war command which can do a 
combo were defined beforehand at this time, and the action list which mentions later 
in the thing of the waging-war command of the small scene under reproduction and 
the waging-war command which can do a combo it is makes display at the time of 
affirmative judgment on the game equipment 10 which takes charge of control of the 
ally character which can execute the waging-war command concerned. For example, 
it is made to display it as a "combo", and when this "combo" is chosen, it is judged 
as that as which the waging-war command which can do a combo was chosen. The 
related data of a waging-war command are set to be able to specify the 
reproduction scene of a combo when a combo is possible for two waging-war 
commands. Thereby, a player can choose the waging-war command under small 
scene reproduction, and the waging-war command which can do a combo. 
[0032] In the following step 1 18, it judges whether it is within combo registration 
time, progresses to Step 120 at the time of affirmative judgment, and progresses to 
Step 122 at the time of negative judgment. In Step 120, it judges whether the 
waging-war command other than the waging-war command received at Step 106 
was received. Progressing to Step 124 at the time of affirmative judgment, it is Step 
122 at the time of negative judgment, and it transmits the reproduction directions 
which reproduce individually the reproduction scene corresponding to the waging- 
war command received at Step 106 to each game equipment 10. At Step 124, the 
combo judgment processing sub routine forjudging whether the combo of the 
waging-war command received at Step 120 and the waging-war command received 
at Step 106 is possible is performed. 
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[0033] As shown in drawing 6 , in this combo judgment processing sub routine, in 
Step 152, two received waging-war commands correspond to the related data of a 
waging-war command, and it judges whether it is a waging-war command against the 
same enemy character. It judges that a combo is possible for the time of affirmative 
judgment, and progresses to Step 156, and it is the following step 154, and the 
reproduction directions which make each game equipment 10 reproduce individually 
the reproduction scene corresponding to each of the two waging-war commands 
concerned are transmitted at the time of negative judgment, it ends a combo 
judgment processing sub routine, and progresses to Step 126 of drawing 5 . 
[0034] In Step 156, it judges whether there is any combo materialized previously, 
and progresses to Step 1 60 at the time of affirmative judgment, and it is the 
following step 158, and reproduction directions (drawing command) of the 
reproduction scene of a combo are transmitted to each game equipment 10 at the 
time of negative judgment, it ends a combo judgment processing sub routine, and 
progresses to Step 126 of drawing 5 . In addition, in the following explanation, the 
character set as the object of a waging-war command which received the character 
set as the object of a waging-war command which received previously to the combo 
main and the back is called a combo helper. 

[0035] In Step 160, it judges whether it is the waging-war command with same 
waging-war command of the combo helper of the combo materialized previously and 
waging-war command received at Step 1 20, progresses to Step 1 62 at the time of 
affirmative judgment, and progresses to Step 164 at the time of negative judgment. 
At Step 1 62, it is made not to make it perform by canceling the waging-war 
command received at Step 120, a combo judgment processing sub routine is ended, 
and it progresses to Step 1 26 of drawing 5 . The character set as the object of the 
canceled waging-war command by this serves as an execute permission in another 
waging-war command. 

[0036] At Step 1 64, the directions which reproduce individually the reproduction 
scene corresponding to the waging-war command received at the reproduction 
scene and Step 1 20 of a combo which have been materialized previously are 
transmitted to each game equipment 10, a combo judgment processing sub routine is 
ended, and it progresses to Step 126 of drawing 5 . therefore, at Step 152 - Step 
164 Two waging-war commands received within combo registration time carry out 
against the same enemy character. When it corresponds to the related data of the 
waging-war command defined beforehand, consider as combo formation, and it is 
made for a combo with another waging-war command received after combo 
formation and the combo of one waging-war command and the two same waging-war 
commands not to be materialized. According to each case, reproduction directions 
of a reproduction scene are transmitted to each game equipment 10. 
[0037] At Step 126 of drawing 5 , the information which changed with advance of 
waging wars, such as a vitality of a character, and positional information of a 
concentration value change and a character, reservation information on a 
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reproduction scene, is received from each game equipment 10, and data are updated. 
When there is information which unites and combines a reproduction scene at this 
time so that it may mention later to the reservation information on a reproduction 
scene, the reproduction directions (parallel drawing command) which unite and 
combine a reproduction scene and are reproduced to each game equipment 10 are 
transmitted. Updating data are transmitted to each game equipment 10, and it 
returns to Step 102. 

[0038] Operation of <game equipments next game equipment 10 is explained. As 
shown in drawing 7 , CPU within the CPU block 20 performs the waging-war control 
manipulation routine for reproducing a reproduction scene with the directions from 
the game server 56. In this waging-war control manipulation routine, first, in Step 
202, it stands by until a start button 30 is pushed. If affirmative judgment is made at 
Step 202, connection with the game server 56 will be made at the following step 204. 
The user ID and the password which were inputted are transmitted to the game 
server 56, and the start of a game is attained when user authentication is carried 
out. Next, initial setting of a game is performed at Step 206. When there are save 
data, save data are loaded from the game server 56, and it stores in RAM within the 
CPU block 20. When there are no save data, the player character which it takes 
charge of to a player is made to determine, the attribute data of a character are 
loaded from the game server 56, and a game is started. 

[0039] A player displays an arrow icon on the screen of a television monitor 4 with 
the list of waging-war commands which can perform a character name, a character 
identification number, and the character concerned, and the overview of a character 
by carrying out the depression of the ** button 32 of the controller pad 3. By 
making the analog stick 39 incline, an arrow icon is moved to the position of the 
character made into a player character in the character displayed on the screen, 
and the depression of the analog stick 39 is carried out. Moreover, it is also possible 
to perform selection specification of a player character by the direction button set 
of a cross joint. At this time, an arrow icon is moved to the position of a desired 
character by the direction button set of a cross joint, and the depression of the O 
button 33 is carried out. 

[0040] When the analog stick 39 or the O button 33 is pushed, CPU judges that the 
player character was chosen and transmits the identification number of the 
character concerned to the game server 56. 

[0041] At the following step 208, it judges whether vertical-retraceHine interruption 
once performed with a period to every [ which was in agreement with the vertical- 
retrace-line period of a television monitor 4 ] 1 / 60 seconds (16.6 mses) occurred, 
progresses to Step 212 at the time of affirmative judgment, and progresses to Step 
210 at the time of negative judgment. At Step 210, the main processing sub routine 
for performing information acquisition, an acoustical treatment, etc. of a waging-war 
command which a player character is made to perform is performed. 
[0042] As shown in drawing 8 , in this main processing sub routine, it judges whether 
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a screen display for choosing the waging-war command which a player character is 
made to execute was required by whether the O button 33 was pushed in Step 252. 
It progresses to Step 254 at the time of affirmative judgment, and progresses to 
Step 262 at the time of negative judgment. 

[0043] At Step 254, the player plate mentioned later is displayed and the action list 
which can perform a player character is displayed. Next, in Step 256, it judges 
whether the waging-war command was inputted, progresses to Step 262 at the time 
of negative judgment, and progresses to Step 258 at the time of affirmative 
judgment. 

[0044] Here, the display displayed on the screen of a television monitor 4 is 
explained. The reproduction scene of the waging-war command later mentioned 
when making a player character act according to a waging-war command as shown 
in drawing 18 is reproduced. To the screen upper left direction, the name of action 
In the player plate 75 and the screen upper part which show the ally character plate 
72 in which the outline attribute data of the ally character of six bodies are shown, 
and the outline attribute data of a player character to the title display 71 to display 
and the screen lower part, the outline attribute data of the enemy character of 
seven bodies The shown enemy character plate 73 is displayed. As shown in drawing 
15 (A), the wait time bar 83 in which the vitality gage 81 in which the change in a 
vitality is shown, the concentration value gage 82 in which the change in a 
concentration value is shown, and the wait time mentioned later are shown is 
displayed on the ally character plate 72 and the enemy character plate 73. The 
whole length of a cylindrical frame expresses a vitality 200, and the vitality gage 81 
means owning the vitality to have smeared away from the left end. The whole length 
of a cylindrical frame expresses the concentration value 200, and the concentration 
value gage 82 means owning the concentration value to have smeared away from 
the left end. As shown in drawing 1 5 (B), the action list 84 in which the waging-war 
command which can perform the vitality gage 81, the concentration value gage 82, 
and a player character is shown is displayed on the player plate 75. When a waging- 
war command is inputted, the wait time bar 83 which is not illustrated is similarly 
displayed as the ally character plate 72 and the enemy character plate 73. 
[0045] By operating the analog stick 39 or the direction button set of a cross joint 
like selection of the player character mentioned above, a player chooses the 
waging-war command which a player character is made to execute from the action 
list 84 currently displayed, and chooses a partners character from the enemy 
character currently displayed on the screen upper part. 

[0046] CPU judges that the waging-war command and the enemy character were 
chosen, when the analog stick 39 or the O button 33 is pushed, it is the following 
step 258, and stores the action ID of the selected waging-war command, and the 
identification number of an enemy character in RAM of the CPU block 20, and 
makes them the input flag A= 1 which shows that the information on the inputted 
waging-war command is stored in RAM at continuing Step 260. Therefore, at Step 
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256 - Step 260, when the waging-war command and enemy character which a player 
character is made to perform are inputted, this input is stored in RAM. 
[0047] Here, action data are explained. As shown in the following table 1 , to action 
data, for every waging-war command ID, Effect classification a name and judo — 
effects, such as the classification and arms attack which distinguish action and 
witchcraft action, and a magic, are distinguished — The scene reproduction time 
(drawing time) when reproducing wait time (latency time) after the consumption 
concentration value and waging-war command which a character consumes by 
executing the waging-war command concerned are inputted until it performs, and 
the reproduction scene of a waging-war command is contained. 
[0048] 
[Table 1] 
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[0049] the waging-war command of the classification 0 of Table 1 — judo — action 
is shown and an attack and own defense action with arms are mainly classified 
Moreover, the waging-war command of classification 1 shows witchcraft action, and 
the attack by the magic is mainly classified, moreover, the waging-war command of 
effect classification 4 demonstrates the effect according the effect according [ the 
waging war command of effect classification 3 ] the effect of an indirect attack 
accord [ the waging war command of effect classification 2 ] the effect of a direct 
attack with a sword or a spear to bow and arrows etc. to a magic to recovery 
respectively , and the waging war command of effect classification 1 demonstrate 
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the special effects other than these — a waging war command be classify into 
effect classification 0 

[0050] At Step 262 of drawing 8 , it points to execution of acoustical treatments, 
such as a sound effect and back music, in the acoustical-treatment section 24, a 
main processing sub routine is ended, and it progresses to Step 214 of drawing 7 . 
[0051] At Step 208 of drawing 7 , at the time of affirmative judgment, input process 
of a combo is performed at the following step 212, and the battle processing sub 
routine for reproducing a reproduction scene is performed. 
[0052] As shown in drawing 9 , in this battle processing sub routine, the input 
process of a combo, the processing during wait time, and regeneration of a 
reproduction scene are performed. In addition, the character state flag forjudging 
the state of a character shows either wait status, the extended part reproduction 
state of the reproduction scene of a waging-war command, a main part part 
reproduction state and a cancellable part reproduction state so that it may mention 
later. 

[0053] In Step 302, it judges whether reproduction directions of a small scene were 
received from the game server 56. It progresses to Step 308 at the time of negative 
judgment, and judges whether reproduction of a small scene was completed in the 
following step 304 at the time of affirmative judgment. It progresses to Step 308 at 
the time of affirmative judgment, and it is continuing Step 306 at the time of 
negative judgment, and the combo input-process sub routine for receiving from the 
game server 56 is performed [ whether a combo is possible for the inputted waging- 
war command, and ]. 

[0054] As shown in drawing 10 , in this combo input-process sub routine, in Step 
402, it judges whether it is the input flag A= 1, and progresses to Step 404 at the 
time of affirmative judgment, and a combo input-process sub routine is ended at the 
time of negative judgment, and it progresses to Step 308 of drawing 9 . At Step 404, 
the input of the waging-war command stored in RAM is transmitted to the game 
server 56. In the following step 406, it judges whether reproduction directions of the 
reproduction scene of a combo were received from the game server 56, progresses 
to Step 410 at the time of negative judgment, and progresses to Step 408 at the 
time of affirmative judgment. At Step 408, it considers as the combo flag-on which 
shows that the reproduction scene of a combo is reproduced, a character state flag 
is made into a main part part reproduction state, a combo input-process sub routine 
is ended, and it progresses to Step 308 of drawing 9 . Therefore, at Step 404 - Step 
408, the reproduction scene of the combo which makes the combo main the ally 
character of a waging-war command while reproducing a small scene, and makes a 
player character a combo helper is reproduced. 

[0055] It judges whether in Step 410, the reproduction directions which reproduce a 
reproduction scene individually from the game server 56 were received, a character 
state flag is made into wait status at the time of affirmative judgment, a combo 
input-process sub routine is ended, it progresses to Step 308 of drawing 9 , and it is 
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the following step 412 at the time of negative judgment, it is made into the input flag 
A= 0, a combo input-process sub routine is ended, and it progresses to Step 308 of 
drawing 9 . Therefore, the following waging-war command is made to input at Step 
410 - Step 412, without reproducing the reproduction scene corresponding to the 
inputted waging-war command by considering as the input flag A= 0, when 
reproduction directions of the reproduction scene of a combo and an individual 
reproduction scene are not received from the game server 56. 
[0056] In Step 308 of drawing 9 , it judges whether it is the input flag A= 1. It 
progresses to Step 312 at the time of negative judgment, and it is continuing Step 
310 at the time of affirmative judgment, and the wait processing sub routine which 
performs processing during wait time is performed. 

[0057] As shown in drawing 1 1 , in this wait processing sub routine, the 
concentration value which a player character owns judges a ****** enough to 
execution of a waging-war command in Step 432. Progressing to Step 434 at the 
time of negative judgment, it is the following step 436 at the time of affirmative 
judgment, and it transmits the information on the waging-war command concerned 
to the game server 56. At Step 434, since concentration values are insufficient, the 
increase in a concentration value is processed, a wait processing sub routine is 
ended, and it progresses to Step 312 of drawing 9 . A concentration value increases 
10 point every 60 seconds for the second of 1/6 point [ 1 which is a vertical- 
retrace-line period / ], every [ i.e., ]. 

[0058] Next, at Step 438, a character state flag is made into wait status, it reads 
from the action data in which the wait time Tw set for every waging-war command 
is stored by RAM, and the wait time Tw is clocked by reducing 1 / 60 seconds every 
[ 1 which is a vertical-retrace-line period / ] 60 seconds, the time check of wait 
time until CPU performs the waging-war command concerned at this time — 
information is displayed on the wait time bar 83 of the player plate 75 Thereby, the 
remaining time until a player character executes a waging-war command is displayed. 
[0059] Here, the time display of the wait time bar 83 is explained. A cylindrical frame 
classifies the wait time bar 83 by color, and it is displayed. The cylindrical wait time 
bar 83 can express 10 seconds with the whole length from the left end of a display 
to a right end, and can display the time progress for 30 seconds by classification by 
color. When the remainder of the wait time Tw is for 20 - 30 seconds, the length for 
a second is displayed in azure from a left end (Tw-20), it is green and the remaining 
portion is displayed. When the remainder of the wait time Tw is for 10-20 seconds, 
from a left end, it is green, the length for a second is displayed (Tw-10), and the 
remaining portion is displayed in yellow. When the remainder of the wait time Tw is 
for 0 - 10 seconds, the length for Tw second is displayed in yellow from a left end, it 
is white and the remaining portion is displayed. By this, when the remainder of the 
wait time Tw is 30 seconds, the wait time bar 65 whole serves as azure, when 
decreasing from 30 seconds to 20 seconds, an azure portion becomes short and the 
green portion becomes long. When the wait time bar 65 whole becomes green when 
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the remainder of the wait time Tw is 20 seconds, and decreasing from 20 seconds to 
10 seconds, a green portion becomes short and the yellow portion becomes long. 
When the remainder of the wait time Tw is 10 seconds, the wait time bar 65 whole 
serves as yellow, when decreasing from 10 seconds to 0 second, a yellow portion 
becomes short and the white portion becomes long. 

[0060] It judges whether reproduction directions of the small scene corresponding to 
the transmitted waging-war command were received, and progresses to Step 448 at 
the time of negative judgment, and it is the following step 442 at the time of 
affirmative judgment, it points to reproduction of a small scene in the image- 
processing section 23, and is made to draw it on the screen of a television monitor 4 
in continuing Step 440. Unlike the reproduction scene of the waging-war command 
mentioned later, a small scene is reproduced during wait time. As shown in drawing 
16 , even if, as for the small scene 63 corresponding to [ in the small scene 62 
corresponding to the waging-war command of an ally character ] the waging-war 
command of an enemy character to the screen lower right side of a television 
monitor 4, a size opens the window of about 1/4 separate heading to the whole 
screen, it is reproduced and the reproduction scene 61 of other waging-war 
commands is being reproduced, it is reproduced independently at the screen upper 
left side of a television monitor 4. 

[0061] In the following step 444, it judges whether reproduction directions of a 
combo were received from the game server 56, considers as the combo flag-on 
which shows that it is continuing Step 446 at the time of affirmative judgment, and it 
is a combo, and progresses to Step 448 at the time of negative judgment. Therefore, 
at Step 432 - Step 448, when it has concentration value with a sufficient player 
character, the information on the waging-war command concerned is transmitted to 
the game server 56, and the time check of wait time is started. A small scene is 
reproduced with the directions from the game server 56, and a combo flag is built 
when reproduction directions of a combo are received. At this time, a player 
character serves as the combo main and other ally characters serve as a combo 
helper. 

[0062] In Step 448, it judges whether the wait time Tw was completed by judging 
whether it is Tw=0, and progresses to Step 450 at the time of affirmative judgment, 
and a wait processing sub routine is ended at the time of negative judgment, and it 
progresses to Step 31 2 of drawing 9 . At Step 450, the wait status of a character 
state flag is canceled and it considers as the input flag A= 0. Next, at Step 452, the 
information on the waging-war command which the wait time Tw ended is added to 
the reservation buffer of the image-processing section 23, a wait processing sub 
routine is ended, and it progresses to Step 312 of drawing 9 . The information on the 
waging-war command which the wait time Tw is completed to a reservation buffer, 
and is not reproducing the reproduction scene is stored in the order which the wait 
time Tw end d. Although the r production scene of a waging-war command is 
reproduced using the information on a reservation buffer, for details, it mentions 
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later. Therefore, at Step 448 - Step 452, when the wait time Tw of the inputted 
waging-war command is completed, the information on the waging-war command 
concerned is stored in a reservation buffer in order. 

[0063] Here, the reproduction scene of a waging-war command is explained. Two or 
more motion data corresponding to the waging-war command obtained using motion 
capture etc. construct in VRAM of the image-processing section 23, and are 
prepared for it, and it is directed which motion data CPU of the CPU block 20 uses 
for CPU of the image-processing section 23 with the reproduction directions 
received from the game server 56. A motion here calculates the variation rate of a 
pixel directly on real time, and does not perform it, but uses the data sequence of 
numbers which sampled movement, such as a person, beforehand, and expresses 
action of a character with reality. The reproduction scene of a combo is one 
reproduction scene compounded by calculating it by the data sequence of numbers 
of the motion data corresponding to an individual waging-war command as a part of 
each motion data is included, either of the reproduction time of the reproduction 
scene corresponding to a waging-war command with the individual scene 
reproduction time at this time — it is made to double at long reproduction time The 
data structure of common 3-dimensional motion data consists of coordinate values 
for every XYZ component which shows the scale value which shows the size of each 
character object, the angle of rotation to each shaft of XYZ on a 3-dimensional 
virtual space, and the travel from a zero, and a motion can be expressed because 
only the frame number of the motion has these for every motion. In addition, a frame 
says the time unit of image display processing, and it corresponds to the so-called 
coma. 

[0064] As shown in drawing 1 7 (A), the reproduction scene corresponding to a 
waging-war command consists of three parts, an extended part, a main part part, 
and a cancellable part, in principle, and a small scene is contained in the waging-war 
command in which a combo is possible. This small scene is reproduced during wait 
time, when the waging-war command of the combo main is inputted. After wait time 
is completed, it is reproduced in order of an extended part, a main part part, and a 
cancellable part. When the waging-war command of a combo helper is inputted 
during small scene reproduction and a combo is materialized, a combo main part part 
is reproduced instead of main part part reproduction. When the reproduction scene 
of a name "a murder" is mentioned as an example and explained about each part's 
outline, the extended part reproduced in front of a main part part is a scene which 
pre-operation of action is drawn, and the character which executes a waging-war 
command establishes a sword, and is raised high. It is a scene until just before the 
next main part part draws subject operation of the action concerned, and turns off 
and takes down a sword and an attack hits. The continuing cancellable part is after 
[ the action concerned ] operation, and the character which a partners character 
bent backward after the attack and executed the waging-war command is the scene 
which reestablishes a sword. 
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[0065] When the waging-war command to two or more characters is continuously 
received although the reproduction scene of a waging-war command consisted of 
three parts as mentioned above, a part's composition reproduced according to the 
reproduction situation of other reproduction scenes when wait time is completed is 
changed. This is explained according to time progress. As shown in drawing 1 7 (B), 
when six waging-war commands are received continuously, a part's composition 
reproduced by the timing of a wait time end is changed, and it stores in a 
reservation buffer, and reproduces one by one using the information on a reservation 
buffer. In addition, in drawing 17 (B), as for W, B shows the cancellable part by whom 
A is not reproduced in under main part part reproduction, and (A) is not reproduced 
[ under / extended part reproduction ] for M in under / cancellable / part 
reproduction for during wait time, respectively. 

[0066] At Time a, since the wait time of a waging-war command (1) is completed 
and the reproduction scene of a waging-war command besides this time is not 
reproduced, an extended part's rebirth is started. Next, at Time b, although the wait 
time of a waging-war command (2) is completed, since the extended part of a 
waging-war command (1) is reincarnated, after a reproduction end of the extended 
part of a waging-war command (1), and a main part part, information is stored in a 
reservation buffer so that the main part part and the cancellable part of a waging- 
war command (2) may be reproduced, and it considers as a scene reproduction 
reservation state. At this time, the cancellable part of a waging-war command (1) 
cancels without reproducing, and omits a rebirth of the extended part of a waging- 
war command (2). Next, although the wait time of a waging-war command (4) is 
completed at Time c, the main part part of a waging-war command (1) is 
reincarnated, and a waging-war command (2) is in a scene reproduction reservation 
state. For this reason, a waging-war command (4) is made into a scene reproduction 
reservation state so that the main part part and the cancellable part of a waging- 
war command (4) may be reproduced after a reproduction end of the main part part 
of the waging-war command (2) of a scene reproduction reservation state. At this 
time, the cancellable part of a waging-war command (2) cancels without reproducing, 
and omits a rebirth of the extended part of a waging-war command (4). Although the 
input of a waging-war command (4) is back [ command / (3) / waging-war ], since 
wait time was completed previously, reproduction of a reproduction scene becomes 
previously. Next, although the wait time of a waging-war command (3) and a waging- 
war command (5) is completed at Time d, the main part part of a waging-war 
command (2) is reincarnated, and a waging-war command (4) is in a scene 
reproduction reservation state. When the wait time of two or more waging-war 
commands is completed simultaneously, the reproduction scene of the waging-war 
command (large waging-war command of the wait time Tw) inputted previously is 
reproduced previously. In this case, since the input of a waging-war command (3) is 
the point, although it reproduces the reproduction scene of a waging-war command 
(3) pr viously, and the reproduction sc n of a waging-war command (5) is 
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reproduced continuously After a reproduction end of the main part part of the 
waging-war command (4) of a scene reproduction reservation state A waging-war 
command (3) and a waging-war command (5) are made into a scene reproduction 
reservation state so that the main part part of a waging-war command (3) then the 
main part part of a waging-war command (5), and a cancellable part may be 
reproduced. At this time, the cancellable part of a waging-war command (4) cancels 
without reproducing, and omits a rebirth of the extended part of a waging-war 
command (3), a cancellable part, and the extended part of a waging-war command 
(5). That is, it reproduces after a reproduction end of the main part part of a waging- 
war command (2) in order of the main part part of a waging-war command (4), the 
main part part of a waging-war command (3), the main part part of a waging-war 
command (5), and a cancellable part. Next, at Time e, although a rebirth of the main 
part part of a waging-war command (5) is completed, since there is no waging-war 
command which wait time otherwise ended, the cancellable part of a waging-war 
command (5) is reproduced continuously. Next, at Time f, the wait time of a waging- 
war command (6) is completed. At this time, a rebirth of the cancellable part of the 
waging-war command (5) which is under reproduction is stopped, and the main part 
part of a waging-war command (6) is reproduced. At this time, a rebirth of the 
extended part of a waging-war command (6) is omitted. Since the wait time of other 
waging-war commands is not completed during reproduction of the reproduction 
scene of a waging-war command (6), the reproduction scene of a waging-war 
command (6) is reproduced to a cancellable part's last. 

[0067] The regeneration sub routine which reproduces the reproduction scene 
corresponding to a waging-war command at Step 312 of drawing 9 is performed. 
[0068] As shown in drawing 12 , in this regeneration sub routine, in Step 502, it 
judges whether there is any ally character which is in the reproduction state of a 
reproduction scene with a character state flag, progresses to Step 504 at the time 
of affirmative judgment, and progresses to Step 544 at the time of negative 
judgment. The reproduction scene of a reproduction state judges whether you are an 
extended part, and it progresses to Step 512 at the time of negative judgment, and it 
is the following step 506 at the time of affirmative judgment, it points to a rebirth of 
the extended part concerned in the image-processing section 23, and is made to 
draw it on the screen of a television monitor 4 in Step 504. 
[0069] Next, in Step 508, it judges whether an extended part's rebirth was 
completed, and a regeneration sub routine is ended at the time of negative judgment, 
and it progresses to Step 314 of drawing 9 . It is the following step 510, and the 
main part part following the extended part whom reproduction ended is made into a 
reproduction state at the time of affirmative judgment, it ends a regeneration sub 
routine, and progresses to Step 314 of drawing 9 . 

[0070] In Step 512 following Step 504, the reproduction scene of a reproduction 
state judges whether you are a main part part, and it progresses to Step 528 at the 
time of negative judgment, and progresses to Step 514 at the time of affirmative 
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judgment. It judges whether it is combo flag-on and progresses to Step 518 at the 
time of affirmative judgment, and it is the following step 516 at the time of negative 
judgment, it points to a rebirth of the main part part concerned in the image- 
processing section 23, and is made to draw it on the screen of a television monitor 4 
in Step 514. At Step 518, the combo regeneration sub routine which reproduces the 
reproduction scene of a combo is performed. 

[0071] It points to reproduction of the reproduction scene of a combo in the image- 
processing section 23, and is made to draw on the screen of a television monitor 4 
at Step 602 in this combo regeneration sub routine, as shown in drawing 13 . In the 
following step 604, it judges whether reproduction of the reproduction scene of the 
combo concerned was completed, it is Step 606 at the time of affirmative judgment, 
and it is considered as combo flag-off, a combo regeneration sub routine and a 
regeneration sub routine are ended at the time of negative judgment, and it 
progresses to Step 314 of drawing 9 . 

[0072] Next, in Step 608, a player character judges whether it is the combo main, 
and at the time of affirmative judgment, the action result of a combo is processed so 
that it may mention later, and it progresses to Step 610. It is Step 612, and the 
reproduction state of a character state flag is canceled at the time of negative 
judgment, it ends a combo regeneration sub routine and a regeneration sub routine, 
and progresses to Step 314 of drawing 9 . 

[0073] In Step 610, it judges whether the information on a waging-war command is 
in a reservation buffer, progresses to Step 614 at the time of negative judgment, and 
progresses to Step 616 at the time of affirmative judgment. At Step 614, a character 
state flag is made into a cancellable part reproduction state, a combo regeneration 
sub routine and a regeneration sub routine are ended, and it progresses to Step 314 
of drawing 9 . At Step 616, a character state flag is made into a main part part 
reproduction state, a combo regeneration sub routine and a regeneration sub routine 
are ended, and it progresses to Step 314 of drawing 9 . therefore, at Step 608 - 
Step 616 The reproduction scene reserved when there was a reserved reproduction 
scene after the reproduction end of the reproduction scene of a combo in the case 
of the combo main is reproduced. Reproducing the cancellable part following a 
combo main part part, when there is no reserved reproduction scene, in the case of 
a combo helper, the reproduction state of a character state flag is canceled, and it 
enables execution of other waging-war commands. 

[0074] In Step 520 following Step 516 of drawing 12 , it judges whether a main part 
part's rebirth was completed, a regeneration sub routine is ended at the time of 
negative judgment, and it progresses to Step 316 of drawing 9 , and it is the 
following step 522 at the time of affirmative judgment, and the action result 
processing sub routine which processes the result depended on execution of a 
waging-war command is performed. 

[0075] As shown in drawing 14 , at this action result processing sub routine, at Step 
632, the degree of damage which the player character gave to the enemy character 
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by execution of a waging-war command is calculated, and the vitality of an enemy 
character is calculated. The degree of damage is calculated as follows. 
[0076] in order to judge whether the attack of a player character hit the mark, it 
judges [ which judges / which judges whether an enemy character can parry an 
attack by the following formula (1-1) / whether it can parry and an enemy character 
can fend off an attack for a decision value X by the following formula (1-2) ] whether 
it can exchange and an enemy character can respond to an attack for a decision 
value Y by the following formula (1-3) — it catches and a decision value Z is 
calculated parrying — a decision value X and the time of exchanging and exceeding 
a decision value Y and the predetermined judgment probability of catching and 
setting a decision value Z to according to, respectively — an attack — parrying — 
an attack — exchanging — and an attack — it judges with having succeeded for 
catching In addition, the enemy character in which an object receives an attack for 
the player character on which the subject in a formula delivers an attack is 
expressed, respectively, M is a coefficient by the attack method of a player 
character, and it is M= 0 at the time of M= 1 and the effect classification 2 (indirect 
attack) at the time of the effect classification 1 (direct attack) of action data. 
Moreover, it parries and reads from the skill level (attack is parried level of skill), 
evasion force (capacity to avoid attack), hit force (capacity which attack is made to 
hit), and attribute data whose value of skill level (level of the skill which responds to 
an attack) it catches and is a character, respectively. 
[0077] 
[Equation 1] 

X - 5 - M - (*t«£ Lttte l^OH - (1-1) 

Y = m i n(ma x { (St«EJ*;j - itt^t^K O } . 4 0) »- (1-2) 
Z - 5 ■ M • (#ft£ttJfc*fSiei^/t-) ■» (1~3) 

[0078] Next, the random number of 0-99 is acquired, and it considers as the hit 
judging probability Ph, and judges whether the attack hit the mark by the following 
formula (2). When the hit judging probability Ph parries and a decision value X and 
neither which is exchanged, an attack of an enemy character parries by catching a 
decision value Y and when it is more than the sum total of a decision value Z, and 
exchanges, and is caught can do it, it is judged that the attack hit the mark. 
[0079] 
[Equation 2] 

Ph^X+Y+Z - (2) 

[0080] When an attack hits the mark, it asks for the degree of damage by the attack 
concerned as follows, and when an attack does not hit the mark, suppose that he 
has no damage. The large damage decision value N forjudging large damage for the 
small damage decision value L forjudging small damage and inside damage by the 
following formula (3-1) by the following formula (3-2) is calculated, respectively. In 
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addition, the value of the arms skill level in a formula (level of the skill handling arms) 
and mortal wound skill level (level of the skill which gives a partner a mortal wound) 
is read from the attribute data of a character, respectively. 
[0081] 
[Equation 3] 

L= (*ttf£»R!gw</i0 xs - {3-D 
K= i^/W xs -« (3-2) 

[0082] Next, the random number of 0-99 is acquired and it considers as the degree 
judging probability Pd of damage. The time of the degree judging probability Pd of 
damage filling the following formula (4-1) is made into small damage, the time of 
filling the following formula (4-2) is made into inside damage, the time of filling the 
following formula (4-3) is made into large damage, the time of filling the following 
formula (4-4) is made into the maximum damage, and the degree of damage for 
which it asked is stored in RAM. 
[0083] 
[Equation 4] 

P d < 3 0 — L — (4 - 1) 

30-L^Pd<70-L — (4-2) 

70-L^Pd<lO0-N — (4-3) 
1 0 O-NSP d - - (4-4) 

[0084] Next, the vitality deduction according to the calculated degree of damage is 
subtracted from the vitality which an enemy character owns. As shown in the 
following table 2, when the degree of damage is small damage, the vitality of an 
enemy character is reduced five, at the time of inside damage, 20 is reduced at the 
time of large damage, and, as for the time of the maximum damage, 40 is reduced for 
10, respectively. When an attack of the combo from which a player character serves 
as the combo main is delivered, the vitality deduction which multiplied the vitality 
deduction of the following table 2 by 2.5 is subtracted from the vitality of an enemy 
character. When a vitality becomes zero or less as a result of the operation of a 
vitality, it is judged that the character concerned died. It points to CPU in the 
image-processing section 23 so that it may draw fallen the character which died, 
and the character which does not fall and move on a television monitor 4 and which 
died is made to draw at this time. 
[0085] 
[Table 2] 
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[0086] The concentration value of a player character is calculated at Step 634 of 
drawing 14 . A concentration value reads the consumption concentration value of 
the executed waging-war command from RAM, and subtracts it from the 
concentration value in which a player character owns this consumption 
concentration value. At the following step 636, the main part part reproduction state 
of a character state flag is canceled, an action result processing sub routine is 
ended, and it progresses to Step 524 of drawing 12 . Thereby, when a main part 
part's rebirth is completed, the execution of other waging-war commands of a player 
character is attained. 

[0087] In Step 524 of drawing 12 , it judges whether the waging-war command of a 
reservation state is stored in the reservation buffer. It progresses to Step 530 at 
the time of affirmative judgment, and it is the following step 526, and the cancellable 
part following the main part part whom reproduction ended at Step 520 is made into 
a reproduction state at the time of negative judgment, it ends a regeneration sub 
routine, and progresses to Step 314 of drawing 9 . Therefore, at Step 504 - Step 
526, when the extended part of the reproduction scene corresponding to a waging- 
war command is in a reproduction state, an extended part and a main part part are 
continued and it reproduces, and the reproduction scene of a combo is reproduced 
at the time of combo flag-on. A cancellable part is made into a reproduction state, 
when a main part part's rebirth is completed, processing of the result depended on 
execution of the waging-war command concerned is performed and there is no 
waging-war command of a reservation state. 

[0088] It judges whether in Step 528, the waging-war command of a reservation 
state is stored in the reservation buffer at the time of negative judgment at Step 
512. Since negative judgment was carried out at Step 504 (it is not an extended 
part) and negative judgment was carried out at continuing Step 512 at this time (it is 
not a main part part), a cancellable part is in a reproduction state. It progresses to 
Step 536 at the time of negative judgment, and progresses to the following step 530 
at the time of affirmative judgment. It sets to Step 530, judges whether the 
reproduction scene of a waging-war command can be united or combined, and it can 
reproduce simultaneously, progresses to Step 534 at the time of negative judgment, 
and progresses to Step 532 at the time of affirmative judgment. 

[0089] When the wait time of two waging-war commands is completed in succession 
within predetermined time and stored in a reservation buffer, in fulfilling the following 
conditions, the reproduction scene of the two waging-war commands concerned is 



2003-190640 



34 



united or combined, and it reproduces simultaneously. Fusion of a reproduction 
scene is compounding one reproduction scene and reproducing from two 
reproduction scenes, here, and combination is dividing the display screen of a 
television monitor 4 and reproducing two reproduction scenes simultaneously. The 
reproduction scene which united or combined two reproduction scenes is 
compounded by calculating the data sequence of numbers of each motion data 
mentioned above, the scene reproduction time at this time — two reproduction 
scenes — inner — either — it is made to double at the reproduction time of a long 
reproduction scene When the conditions it is judged that can unite have the same 
character which receives the attack of two waging-war commands in the 1st, When 
it is the character which receives the attack of the waging-war command with which 
the character which executes the waging-war command previously stored in the 
reservation buffer was stored in the 2nd at the degree, When it is the character 
which executes the waging-war command with which the character which receives 
the attack of the waging-war command previously stored in the reservation buffer 
was stored in the 3rd at the degree, it is in ********. On the 1st condition, it judges, 
respectively that they are assistance action or counterattack action on condition 
that the 2nd condition or the 3rd about it being continuation action. The conditions 
it is judged that are combinable are that characters which execute two waging-war 
commands differ from each of characters which receives an attack. 
[0090] As shown in drawing 1 8 , when the reproduction scene of two waging-war 
commands is combined, the display screen is divided into two and it reproduces. The 
reproduction scene 74 against which the ally character of the ally character plate 72 
and the enemy character of the enemy character plate 73 play a match is drawn on 
the left-hand side of a screen, and the name of a waging-war command is displayed 
on the title display 71. Reproduction scene 74' against which the ally character of 
ally character plate 72' and the enemy character of enemy character plate 73' play a 
match is drawn on the right-hand side of a screen, and the name of a waging-war 
command is displayed on title display 71 \ 

[0091] At Step 532 of drawing 12 , the reproduction scene of two waging-war 
commands is united or combined, one reproduction scene is compounded, the order 
of reservation of a reservation buffer is changed, and the information on fusion and 
combination is transmitted to the game server 56. Thereby, since the reproduction 
scene of two waging-war commands is reproduced simultaneously, the subsequent 
order of reservation advances. At the following step 534, the main part part of the 
waging-war command reserved by the degree of the waging-war command 
reproduced at Step 516 is made into a reproduction state, a regeneration sub 
routine is ended, and it progresses to Step 314 of drawing 9 . 

[0092] It points to a cancellable part's rebirth in the image-processing section 23, 
and the degree of Step 528 is made to draw on the screen of a television monitor 4 
at Step 536. Then, in Step 538, it judges whether a cancellable part's rebirth was 
completed, a regeneration sub routine is ended at the time of negative judgment, and 
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it progresses to Step 314 of drawing 9 , and it is the following step 540 at the time 
of affirmative judgment, and it cancels the cancellable part reproduction state of a 
character state flag. Then, at Step 542, point to the display of a whole screen in the 
image-processing section 23, it is made to draw on the screen of a television 
monitor 4, a regeneration sub routine is ended, and it progresses to Step 316 of 
drawing 9 . Therefore, at Step 528 - Step 540, when a cancellable part is in a 
reproduction state and there is a waging-war command of a reservation state, a 
cancellable part is stopped and the reproduction scene corresponding to the 
waging-war command of a reservation state is reproduced. 

[0093] When negative judgment is carried out at Step 502, in the following step 544, 
it judges whether the waging-war command which wait time ended was stored in the 
reservation buffer at Step 454. Such a judgment can be made by referring to a flag. 
It progresses to Step 542 at the time of negative judgment, and it is continuing Step 
546, and the directions which make a reproduction state the extended part of the 
reproduction scene corresponding to the waging-war command of the following order 
of reservation are performed in the image-processing section 23 at the time of 
affirmative judgment, and it progresses to Step 542. Processing at Step 542 
mentioned above is performed, a regeneration sub routine is ended, and it 
progresses to Step 314 of drawing 9 . Therefore, at Step 544 - Step 546, when 
there is no reproduction scene of a reproduction state, the reproduction scene 
corresponding to the waging-war command of a reservation state reproduces an 
extended part. 

[0094] At Step 314 of drawing 9 , about a player character, the change in a vitality 
or a concentration value, a character state, wait passage-ofHime information, the 
information on a reservation buffer, and the update information of the reproduction 
situation of a reproduction scene are transmitted to the game server 56, the update 
information of other characters is received, a battle processing sub routine is ended, 
and it progresses to Step 214 of drawing 7 . 

[0095] At Step 214 of drawing 7 , it judges whether the battle was completed or not. 
When a player character dies, or when the input which stops a game is made, it is 
judged as a battle end. It returns to Step 208 at the time of negative judgment, and 
progresses to Step 216 at the time of affirmative judgment. At Step 216, a new 
player character is made to select, at the time of player character death, when the 
input which stops a game is made, game data are transmitted and saved to the game 
server 56, and it receives the detail of a use charge from the accounting server 59, 
cuts connection with the Internet 52, and ends a battle behavior-control routine. 
[0096] transmission and reception>, next communication with the game server 56 
and game equipment 10 are explained. The server time which the game server 56 
manages, and the client time which game equipment 10 manages produce a 
diff rence according to a communication situation. The game server 56 receives 
three waging-war commands to which this was transmitted from three sets of the 
game equipments 10, respectively, and process in which game equipment 10 is made 
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to draw a reproduction scene is explained. 

[0097] As shown in drawing 1 9 , the game server 56 receives a waging-war 
command, and reproduction with game equipment 10 is performed by the order 
which wait time ended. In addition, in drawing 19 , (W) expresses the cancellable part 
by whom (cancellable P) is not reproduced in the wait time which is not counted, 
respectively. 

[0098] Wait time is completed at the time of the time b of server time, and the 
waging-war command (1) which the game server 56 received transmits reproduction 
directions of a reproduction scene to game equipment 10. It is the time B of the 
client time which was late for the time b of server time that reproduction of the 
reproduction scene corresponding to a waging-war command (1) is actually started 
with game equipment 10. Since other reproduction scenes are not reproduced at 
this time, it is reproduced in order of an extended part and a main part part. At the 
time a of server time, during the wait time of a waging-war command (1), the 
waging-war command (2) which has a small scene is received, reproduction 
directions of a small scene are transmitted to game equipment 10, and combo 
registration time is clocked. It is the time A of the client time which was late for the 
time a of server time that reproduction of a small scene is actually started with 
game equipment 10, and combo registration is started from Time A. The combo 
receptionist by the combo helper is performed in the game server 56 till the time X 
which combo registration time ends from Time a. Since it is [ small scene ] under 
reproduction with game equipment 10 at the time of Time X, this time is not made 
into the time of a combo receptionist end, but let time Y which reproduction of a 
small scene ends be the time of a combo receptionist end. That is, with game 
equipment 10, from the time A of client time to the time Y serves as time in which a 
combo input is possible. Although a waging-war command (3) is inputted and it is 
transmitted to the game server 56 at the time C of client time, it is Time c which 
the game server 56 receives. Although Time c comes after Time X in server time, 
since Time C is time in which a combo input is possible in client time, a waging-war 
command (3) is received by the game server 56 as a combo input. When a waging- 
war command (2) and a waging-war command (3) are combo formation, the 
character from which the character set as the object of a waging-war command (2) 
serves as the combo main, and is set as the object of a waging-war command (3) 
serves as a combo helper. At the time D of client time, since a rebirth of the main 
part part of a waging-war command (1) is completed, reproduction of the combo 
reproduction scene of a waging-war command (2) and a waging-war command (3) is 
started. At this time, the cancellable part of a waging-war command (1) is canceled, 
without being reproduced- The cancellable part of a waging-war command (3) is 
omitted after the reproduction end of a combo reproduction scene, and the 
cancellable part of a waging-war command (2) is reproduced. When a combo is not 
materialized, as mentioned above, the main part part of a waging-war command (2), 
the main part part of a waging-war command (3), and a cancellable part are 
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reproduced in order after a reproduction end of the main part part of a waging-war 
command (1). Therefore, although the start of a combo receptionist and the timing 
of an end are managed on server time, drawing of the television monitor 4 of game 
equipment 10 will be managed by client time. 

[0099] Next, process in which a combo is materialized by communication with game 
equipment 10 and the game server 56 is explained according to time progress. 
[0100] As shown in drawing 20 , the game equipment 10 and the game server 56 
which take charge of the combo main, the combo helper 1, and the combo helper 2 
perform processing of a combo input, transmitting and receiving information. At Time 
A, the waging-war command of the combo main is inputted and it is transmitted to 
the game server 56. By time A\ the game server 56 transmits the small scene start 
directions corresponding to the received waging-war command to each game 
equipment 10. Reproduction of a small scene is started by time A" of game 
equipment 10. Although Time x is the time of a combo receptionist end in the game 
server 56, since from the reproduction start of a small scene to an end serves as 
combo registration time, combo receptionist finish times differ with each game 
equipment 10 with the game equipment 10 which takes charge of the combo helper 
1, and the game equipment 10 which takes charge of the combo helper 2. the 
waging-war command by which the combo input was carried out at the time after a 
combo receptionist end (B) although it is time B' that the game server 56 receives 
the waging-war command of the combo helper 1 by which the combo input was 
carried out at Time B and it became combo formation (the combo formation 
conditions mentioned above other than time shall be fulfilled) — a combo — it 
becomes abortive Although time B' to which a server receives the waging-war 
command of the combo helper 2 by which the combo input was carried out at Time 
B has passed over the combo receptionist finish time x of the game server 56, since 
the input in game equipment 10 is before a combo receptionist finish time, it 
becomes combo formation. 

[0101] Then, as shown in drawing 21 , game equipment 10 and the game server 56 
perform regeneration of a combo reproduction scene. At Time B, a combo input is 
carried out and the waging-war command of the combo helper 1 is transmitted to 
the game server 56. By time B\ the game server 56 transmits combo formation (the 
combo formation conditions mentioned above other than time shall be fulfilled) with 
the waging-war command and the waging-war command of the combo main which 
were received. By time B" of game equipment 10, it considers as combo flag-on. 
The game equipment 10 which takes charge of the combo main reproduces the 
extended part of the waging-war command concerned, when the wait time of the 
inputted waging-war command is completed. At Time C, an extended part's rebirth is 
completed and the reproduction start of a combo reproduction scene is transmitted 
to the game server 56. In time C\ the game server 56 transmits a combo 
reproduction start to each game equipment 1 0. In time C", a combo main part part is 
reproduced with each game quipment 10, and it considers as combo flag-off after a 
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reproduction end. Although the combo helper 2 will not be a combo helper if it says 
strictly since the combo input of the waging-war command of the combo helper 2 is 
not carried out, it is other ally characters other than the object character of a 
combo, and the same combo main part part as the combo main and the combo 
helper 1 is reproduced by the reproduction directions from the game server 56. 
[0102] As mentioned above, in the game server 56 of the server client system 50 of 
this operation gestalt When it corresponds to the related data of the waging-war 
command with which two waging-war commands received within combo registration 
time were beforehand defined against the same enemy character, it is judged as 
combo formation. The player which operates game equipment 10 under transmission 
of the directions which make game equipment 10 reproduce the reproduction scene 
of a combo (Step 1 52 - Step 1 58) Since the same reproduction scene on which 
each character which executes two waging-war commands attacks an enemy 
character cooperatively is seen, it can have a sense of solidarity between the 
players which operate an ally character. Reproduction directions of the small scene 
of a waging-war command which received moreover, under transmission (Step 108 - 
Step 114) While being able to tell that it is the golden opportunity which a character 
is made to work together to other players, and is attacked the "combo" which can 
perform selection of the waging-war command of the small scene under 
reproduction and the waging-war command in which a combo is possible is displayed 

— having made (Step 116) — a sense of solidarity between players can be raised 
from a bird clapper that a combo tends to be materialized Furthermore, having made 
it reproduce the reproduction scene of a combo, and an individual reproduction 
scene (Step 160, Step 164), after the combo was materialized, when other waging- 
war commands which fulfill the conditions of a combo are received, since various 
reproduction scenes are reproduced, changeful waging war can be enjoyed, the two 
same waging-war commands and combos are not materialized by one waging-war 
command — as — one side of the same waging-war command — having canceled 
(Step 1 62) — the character set as the object of the canceled waging-war command 
can advance a game from a bird clapper as execution of another waging-war 
command is possible 

[0103] Moreover, with game equipment 10, when reproduction directions of the 
reproduction scene of a combo or reproduction directions of the reproduction scene 
corresponding to an individual waging-war command is received from the game 
server 56, since the reproduction scene corresponding to the reproduction scene 
and the inputted waging-war command of a combo is reproduced, he can be enjoyed 
in waging war in which a player has change with a sense of solidarity having 
reproduced each reproduction scene (Step 406 - Step 412). Moreover, when the 
wait time Tw set for every waging-war command is completed a reservation buffer - 

- the information on the waging-war command concerned — storing (Step 450 - 
Step 454) — the order from a reservation buffer — a reproduction scene — 
reproducing (Step 524 - Step 534, Step 544 - Step 546) — Since it is reproduced in 
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order, without a reproduction scene lapping under updating of reservation 
information (Step 314) by communication with the game server 56, a player can see 
every one reproduction scene and can taste presence. Furthermore, since 
reproduction time of the reproduction scene of a combo was made shorter than the 
reproduction time of the sum total of the reproduction scene corresponding to an 
individual waging-war command, reproduction time can be shortened and a speedy 
waging-war game can be performed. Furthermore, since it was made for the data 
sequence of numbers of the reproduction scene of a combo to contain a part of 
data sequence of numbers of the reproduction scene corresponding to an individual 
waging-war command, it can check that the inputted waging-war command is 
executed from a part of reproduction scene corresponding to the both sides of the 
original waging-war command being contained in the reproduction scene of a combo, 
and can avoid spoiling the interest over waging war. Furthermore, it can have a 
sense of solidarity with other players from the reproduction scene and the 
reproduction scene of an enemy character on which the reproduction scene of a 
different ally character was compounded by one uniting or joining together and 
having reproduced the reproduction scene of the waging-war command concerned 
(Step 530), and the reproduction scene of an ally character being reproduced in 
parallel, when two waging-war commands which wait time ended fulfill predetermined 
conditions again. 

[0104] In addition, although this operation gestalt showed the example which the 
server site 50 and two or more game equipments 10 connected through the Internet 
52, you may make it connect two or more input units to one set of carrying out the 
direct file of two or more game equipments by the comparatively short cable, or 
game equipment. Thereby, since a player shares time to perform the same game 
between a comparatively near place or next doors, a stronger sense of solidarity can 
be experienced. 

[0105] Moreover, although the waging-war game of the ally character of seven 
bodies which seven persons' player controls, respectively, and the enemy character 
of seven bodies which the game server 56 controls was illustrated, you may make it 
control an enemy character and an ally character by this operation gestalt between 
players, respectively. Since liking of other players is reflected by this, without 
deciding the movement of a partner's character automatically, waging war with a 
feeling of a thrill or a real feeling can be enjoyed. Furthermore, although the example 
which cancels reception of the waging-war command concerned was shown with this 
operation gestalt when the same waging-war command in which another combo is 
still more possible was received after the combo was materialized, if the aggressivity 
by the combo is further heightened as a combo is materialized even if it is the same 
waging-war command, a sense of solidarity can be raised further. Moreover, although 
the case where reproduction time of the reproduction scene of a combo was made 
shorter than the sum total reproduction time of the reproduction scene 
corresponding to an individual waging-war command was illustrated with this 
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operation gestalt, you may be made to lengthen reproduction time of the 
reproduction scene of a combo. Since signs that it attacks in cooperation with other 
characters can be seen for a long time by this, a sense of solidarity can fully be 
given. 

[0106] Furthermore, although this operation gestalt showed the example which the 
reproduction scene of two waging-war commands which the wait time Tw has ended, 
and is reproduced unitedly, the reproduction scene which may be made to judge 
fusion etc. when the game server 56 receives a waging-war command, and carries 
out fusion etc. is not limited to two. Furthermore, as long as it is not necessary to 
perform fusion etc. simultaneously and this invention puts it in another way, it shifts 
time and you may make it reproduce two or more reproduction scenes, although this 
example showed the example which carried out fusion etc. simultaneously. It is made 
dependent on aggressivity, wait time, etc. of action instructions of two or more 
reproduction scenes, and you may make it shift time at this time. 
[0107] Furthermore, although this operation gestalt showed the example which set 
up the predetermined wait time Tw beforehand for every waging-war command, an 
operation may determine the wait time Tw and you may make it change by the 
vitality of a character etc. This can be realized by multiplying the wait time Tw by 
the coefficient according to the vitality which a character holds, when a waging-war 
command is inputted. Thereby, a waging-war command can be preferentially 
performed by the vitality, or the difference of strength with other characters can be 
expressed. 

[0108] Furthermore, it downloads a game program and is original with the hard disk 
with which the play person was built in the self personal computer through the 
Internet etc. although the case where the game program of a waging-war game was 
recorded on the record medium 1 was illustrated with this operation gestalt again, or 
the mode which can enjoy a waging-war game with other play persons who are 
present in a remote place is considered, and such a hard disk is also contained in 
the record medium of this invention. 
[0109] 

[Effect of the Invention] As explained above, when a previous waging-war command 
and a next waging-war command fulfill predetermined conditions according to this 
invention Since the single drawing command for making the waging-war motion of 
the character set as the object of a previous waging-war command or a next 
waging-war command draw is transmitted to two or more client computers A sense 
of solidarity can be given to the player which performs a waging-war game with two 
or more client computers from the same waging-war motion being drawn by two or 
more client computers, as the above-mentioned predetermined conditions When a 
previous waging-war command is received, the input of a next waging-war command 
is permitted in a predetermined time from from. The object character of the waging- 
war command after having the relation beforehand determined as the previous 
waging-war command makes an enemy the same character as the object character 
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of a previous waging-war command. Since the waging-war motion which collaborates 
unlike each waging-war motion of a previous waging-war command and a next 
waging-war command, and plays a match against the same enemy character is made 
to draw, the effect that the sense of solidarity of a player can be raised more can be 
acquired. 
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DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 1] It is the outline perspective diagram showing the connection mode of a 
server client system. 

[Drawing 2] It is the outline perspective diagram showing the connection mode of 
the game equipment of a client computer. 

[Drawing 3] It is the plan of the input unit used for game equipment. 

[Drawing 4] It is the outline block diagram showing the composition of the main part 

of game equipment. 

[Drawing 5] It is the flow chart which shows the waging-war manipulation routine 
which the game server of an operation gestalt performs. 

[Drawing 6] It is the flow chart of the combo judgment processing sub routine which 
shows the detail of Step 124 of a waging-war manipulation routine. 
[Drawing 7] It is the flow chart which shows the waging-war control manipulation 
routine which game equipment performs. 

[Drawing 8] It is the flow chart of the main processing sub routine which shows the 
detail of Step 210 of a waging-war control manipulation routine. 

[Drawing 9] It is the flow chart of the battle processing sub routine which shows the 

detail of Step 212 of a waging-war control manipulation routine. 

[Drawing 10] It is the flow chart of the combo input-process sub routine which 

shows the detail of Step 306 of a battle processing sub routine. 

[Drawing 1 1] It is the flow chart of the wait processing sub routine which shows the 
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detail of Step 310 of a battle processing sub routine. 

[Drawing 1 2] It is the flow chart of the regeneration sub routine which shows the 
detail of Step 312 of a battle processing sub routine. 

[Drawing 13] It is the flow chart of the combo regeneration sub routine which shows 
the detail of Step 518 of a regeneration sub routine. 

[Drawing 14] It is the flow chart of the action result processing sub routine which 
shows the detail of Step 522 of a regeneration sub routine. 

[Drawing 15] It is explanatory drawing explaining the character information displayed 
on a television monitor, and (A) shows the character plate of a friend-and-foe 
character, and (B) shows the player plate of a player character. 
[Drawing 16] It is the halftone picture of the small scene of the friend-and-foe 
character under reproduction scene drawing displayed on a television monitor. 
[Drawing 1 7] It is explanatory drawing explaining the reproduction scene of a 
character according to the waging-war command, and (A) shows the composition of 
a reproduction scene and (B) shows the reproduction sequence of the reproduction 
scene of the character according to two or more waging-war commands. 
[Drawing 18] It is the halftone picture of the reproduction scene which combined the 
reproduction scene of two waging-war command executions displayed on a 
television monitor. 

[Drawing 19] It is explanatory drawing explaining the difference of the processing 
time of a game server and game equipment. 

[Drawing 20] It is explanatory drawing explaining the combo judgment processing 
process of a game server and game equipment. 

[Drawing 21] It is explanatory drawing explaining the combo regeneration process of 
a game server and game equipment. 
[Description of Notations] 

1 Record Medium 

2 Main Part of Game Equipment (Client Computer) 
4 Television Monitor (Display) 

20 CPU Block 

25 Communications Processing Section 

56 Game Server (Drawing Commando Law Related-Commands Judgment Means, 
Means, Drawing Command Transmitting Means) 
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